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SUPER MEAT BOY FOREVER 


What a name. When this game was 
announced in 2012 it was called Super Meat 
Boy: The Game. It was meant to be very 

very small, maybe 30 levels or so spanning 
over a few chapters. We hadn't planned on 
any bosses, didn’t plan on any sort of super 
engaging story, didn’t plan on it being much 
more than an expanded proof of concept that 
was worked on intermittently as long as it 
was fun to do so. Super Meat Boy: The Game 


existed in name only, when it was announced 


in 2012 it was due to the excitement behind 
a prototype of a 1 button Meat Boy game 
that was made in a hotel room during GDC. 
Real work on the game didn’t start until 
2014 at which point the game was renamed 
to “Super Meat Boy Forever” and with that 
name we brought upon ourselves “The Curse 
of Forever”...meaning we totally owned 
ourselves and named a game “Forever” and 
as a result of cosmic humor, the game took 
forever to create. 
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After the initial 3 month prototype was characters, enemies and bosses. We wanted 
completed and shown at PAX West in Netflix quality cutscenes. We wanted to make 
2014 work stopped for a while and wasn't this into something the world had never seen 
started up fully until 2017. After sitting on before! So, cosmic humor only had one small 
this idea for 3 years the excitement got to part in this game taking just over 4 years to 
us and we decided “Hey, let’s make this a produce. The real “Curse of Forever” was the 
gigantic game!” No longer was Super Meat massive game we created along the way. 

Boy Forever going to be “a small game” or 

a “proof of concept” or a “spin-off”...no...it Please enjoy this art book, we have packed 


was going to become something massive. We so much stuff in here that I’m pretty sure 
wanted to make thousands and thousands of Limited Run is mad at us. Whatever! They'll 
levels. We wanted frame by frame animated get over it probably. 


CHARACTERS. CHARACTERS. CHARACTERS. 


Characters, characters, characters. Every Meat Boy and Bandage Girl relax and raise 
game needs characters and boy oh boy does their daughter wouldn't make a compelling 

the Super Meat Boy universe have a lot of adventure. Maybe it’d make a good show on 
characters. something like TLC, but that’s not what we 


were going for and to be honest Dr. Fetus 
When we last left Meat Boy and Bandage wouldn't allow Meat Boy and Bandage Girl 
Girl they had defeated Dr. Fetus and were to live happily ever after. One day, while 
well on their way to living happily ever after. | everyone was out enjoying life, Dr. Fetus 
At some point between then and now they showed up with a shovel and beat the crap 
decided to bring a little one into the world. out of Meat Boy and Bandage Girl. Once 
That little one is named Nugget and she is they had been dispatched Dr. Fetus turned his 
the pride and joy of Meat Boy and Bandage focus to Nugget for his plan was to not only 
Girl. For a time life was good, but just having _ physically hurt Meat Boy and Bandage Girl 
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(thanks shovel) but he also wanted to wound 
them to their core and break their spirits. So, 
he took Nugget. 


Dr. Fetus hoped that taking Nugget would 
weaken Meat Boy and Bandage Girl's spirits 
so much that they would easily fall into his 
traps and he would be able to dispatch them 
once and for all! What he didn’t realize 
though was that spirits aren't broken so easily 
and sometimes pain is a galvanizing force. 
What doesn’t kill you makes you stronger and 
Meat Boy and Bandage Girl used that pain 


to cauterize their sorrow and set out to never 
stop until they found Nugget and taught Dr. 
Fetus a lesson he would never forget! 


Along the way Meat Boy and Bandage Girl 
run into some other characters, some old, 
some new, none borrowed this time around, 
and thinking about it none of them are blue... 
Well maybe Tofu Boy but he’s not blue in 
color. Let’s take a look at the characters in 
Super Meat Boy Forever. 


MEAT BOY 
Here he is...the boy of the hour...the 


reason we are all here. “This...is Meat 
Boy” as our famous announcer Mr. 
Richard “Wiggly” Check would say. 
Oftentimes people ask what kind of 
meat Meat Boy is made out of. Over 
the years there have been several 
answers to this question, most are 
just random meats, some are down 
right disgusting, but the truth of the 
matter is that Meat Boy isn’t made 
of “meat” per say. He just kinda has 
no skin. Some of the folks in our 
Discord might ask “HEY...BUT 
WHY’ and the answer to that is very 
simple. “Because”. 


In “Super Meat Boy” all our hero 
could do was run and jump. It made 
sense back then because that’s all 
he needed to do. This time around 
though he needed to do more. 
Having his daughter taken from 
him by Dr. Fetus really pissed him 
off so instead of being helpless 
against enemies and exploding at the 
slightest touch, Meat Boy can now 
throw a punch and what a punch he 
has! 


Perspective wise, Meat Boy’s fist 

is preeetttyyy small on the screen 
considering he himself is pretty small 
so instead of giving him a wimpy 
little punch that you can barely see 
we instead blew that fist (and all 

of the other characters attacks) up 
BattleToads style! That coupled with 
all new animations and expressions 
make Meat Boy look way different 
than he did 10 years ago but that’s 

to be expected right? We all look a 
little different than we did 10 years 
ago. Time comes for us all, your heart 
beat is a countdown clock kids!! 


BANDAGE GIRL 


Bandage Girl went from set piece, to 
playable in Cotton Alley (as a recolor 
of Meat Boy plus a flower) to a fully 
animated fully playable character in 
Super Meat Boy Forever. It was just 
the natural thing to do really. Have you 
ever gotten between a mama bear and 
her bear cub? Probably not because if 
he had, chances are you wouldn't be 
reading this art book. Well, Bandage 
Girl is a mama bear and Nugget is her 
bear cub so she’s bound to beat the crap 
out of anything that stands between her 
and Nugget. 


Design wise we wanted to make sure 
she didn't just look like “Pink Meat Boy 
with a flower in her hair”. We wanted 
her to have her own moves, expressions, 
endings, “blood trail” the works. We 

felt like she’d probably fight similar 

to Meat Boy, but a tad different too 

so early on we decided that Meat Boy 
would be “Balrog” and Bandage Girl 
would be “Chun Li”. She specializes in 
kicks and when she kicks something it 
stays kicked! She’s one tough cookie in 
Super Meat Boy Forever. 
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NUGGET 


Nugget is Meat Boy and Bandage 
Girl’s little bundle of joy. Nugget was 
born in 2017, around the time lead 
programmer / designer / whatever 
Tommy Refenes was contemplating 
having children of his own with 

his wife, Shannon. He says “I have 
always wanted to be a father, but the 
idea of being a father was always 
pretty scary. Nugget was kind of 

a way for me to get over myself 

and take that fear and turn it into 
something fun. Writing Nugget into 
the cutscenes and bringing her to life 
was a pretty good way to go about 
imagining on a very superficial level, 
what it would be like to be thrust 
into fatherhood. 


Dr. Fetus just takes Nugget because 
he sees her as a way to mess with 


Meat Boy and Bandage Girl, but 


along the way you can see he evolves from 
seeing Nugget as an object to genuinely 
caring for her. He begins by throwing her 

in a bag, then throwing her in the cockpit 
of Big Slugger, then having her on a leash, 
then letting her play with saws to keep her 
occupied, then giving her a soda and a tablet 
to play with. He can’t just ignore her, he has 


to make accommodations for her and he does 


so willingly. He kind of evolves into a father... 
not a great father but kids should change you 
for the better so I wanted Nugget to do the 
same to the worst person of all, Dr. Fetus. 
Part of her ability to do that is how she is 

joy personified...or...meatsonafied to use the 
parlance of this book/game” 
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What does the child of a boy 
without skin / made of meat 
ungodly union should look like. 
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artist, Lala. She came up with 


look like? Well..ask our lead 
several ideas on what this 
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reason. Kids pajamas are weird like 


bandages with bunny ears for some 
that so it made sense. 
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DR. FETUS 


Dr. Fetus always has been and 
always will be kind of a jerk. He’s 

a fetus in a jar wearing a top hat, 
monocle, and a tuxedo. He’s a 

mix between your classic 1920’s 
mustache twirling villain and a 
fetus in a jar. Personality wise it’s 
kind of established that he has no 
redeeming qualities whatsoever, 
but with this game we wanted that 
to change. Dr. Fetus is no saint by 
any stretch of the imagination, but 
he’s also not evil incarnate. His 
kidnapping of Nugget was a bit 
shortsighted. He thought he could 
just grab her, piss of Meat Boy and 
Bandage Girl, and go about his day. 
He didn’ realize that taking care 
of a baby/toddler is kind of a huge 
deal and it changes you. Throughout 
the story Dr. Fetus slowly becomes 
a father figure to Nugget...though... 
not a very good one. In fact, he’s 

a terrible one...but even a tiny 
character arch is an arch! 
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MEAT NINJA 


Time ages all things, no matter how 
resilient. Our world is slipping away 
before our eyes but even the longest 
lifetime is too short to notice any 
change that isn’t catastrophic. Our 
mountains are running into our 
oceans, our earth is getting closer 

to the sun, our sun is swelling, our 
universe is slowly cooling down. 
When our mountains are gone, 
humanity will be long dead. When 
the sun swells and envelops the earth 
all of human history will be but a 
drop of water in the vast lake of time 
our solar system waded through. 
And when our universe is cold, our 
solar system’s entire lifetime will be 
nothing but an atom in a drop of 
water in the ocean of all Time. In 
that cold universe at the moment 
when there is nothing more to 
come, that will be the end of time. 

A moment trapped in chilling, quiet 
nothingness. Unfortunately for some 
they will be around to witness this 
but...not even they are immune to the 
erosion of time.... 


Yeah so anyway, Meat Ninja is like 
an old Meat Boy we wanted to make 
him have a beard and some scars and 
stuff take a look! 


With Meat Ninja we 
were trying to get an 
“Old Man Logan” vibe 
going, but that’s hard 
with a cube so we focused 
on aging his face and 
giving him a sweet beard 
and eyebrows. 
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BANDAGE RIPPER 


Bandage Ripper is to Bandage Girl 
as Meat Ninja is to Meat Boy. She 
has survived Dr. Fetus’s time ending 
backup plan and exists at the end of 
it all aged but with no less strength or 
resolve than she did before. She is a 
warrior woman through and through 
ready kick a god right in his dumb 
face to get her baby girl back. Look 
upon her and worship. 


Meat Ninja was named in the first 
game, but Bandage Girl had no such 
counterpart and therefore had no 
name. Internally for a short time 
she was just referred to as “Old 
Bandage Girl” or “Bandage Ninja” 
but those names sucked and didn't 
feel like they fit her at all. The name 
“Bandage Ripper” really took to 

her when we thought about what it 
would mean to be a time hardened, 
battle forged, war goddess at the 
conclusion of the universe. The idea 
of ripping a bandage off felt like a 
natural evolution for her. She’s made 
of bandages. Bandages cover up a 
wound and help it heal. Ripping 

a bandage off is painful. Bandage 
Ripper’s pain is exposed and she 
intends on inflicting as much of it as 
she can on Dr. Fetus. 


Making a “tough old 
warrior chick” from a 
pink cube of bandages 
is a challenge. Meat 
Ninja was pretty easy 
to battle age since you 
just give him scars and 
slap a beard on him 
and youre good to go. 
Bandage Ripper was a 
little tougher. In the end, 
a nice long braid and a 
bandage eyepatch really 
gave her the look we 


were going for. 


PROTOTYPE BOY 


This adorable little Meat Boy comes 
from the 2014 - 2017 build of Super 
Meat Boy Forever. As mentioned 
before, the 2014 version of Super 
Meat Boy Forever was going to be a 
much smaller game and as such the 
art was much simpler. Simpler doesn’t 
mean bad...I mean look at this little 
fella, he’s pretty darn cute...but it’s 
not the style we wanted to go with 
when the scope of the game changed 
drastically in 2017. We kept him in as 
an unlockable character because we 
really like the way he looks and he’s 

a nice throwback to what the game 
originally was going to be and also 
we needed someone to unlock with 3 
pacifiers. 


SOLID SOULRREL 


Buckle up because this one is a bit of 
a doozy. Solid Squirrel, or “Punished 
Squirrel” as he was referred to 
internally, came from a desire to have 
a “B” plot in the main story for Super 
Meat Boy Forever. Tommy, an avid 
fan and admirer of Hideo Kojima 
and the Metal Gear series, was super 
bummed that Metal Gear Solid 

5 wasn't completely finished and 
probably never will be so he for some 
reason made a Big Boss version of a 
squirrel. Look...his love is genuine 

he just doesn’t know how to express 


it OK? 


Solid Squirrel was born from 
catastrophic change. Dr. Fetus’s Big 
Slugger ripped through Chipper 
Grove causing unimaginable damage 
and tore a simple squirrel from his 
mundane life and placed him on 

a path of vengeance. Avenging his 
fallen friends and family and making 
Dr. Fetus pay for what he'd done 
became the catalyst to turn that 
average squirrel into Solid Squirrel. 


Solid Squirrel had some unique 
challenges when it came to his 
design. Mainly we had to add ina 
wall slide up and down animation 
since it didn't look right to have 
only one slide animation. For his 
uppercut animation we couldn't 
think of a great way to do it until 
we gave up on making it Metal 
Gear themed and just gave him a 
sweet Wind Waker leaf. 


The look for Solid Squirrel was very simple to 
explain: “What if Big Boss was a squirrel?” 

His look and how he interacts in the cutscenes 
draws heavily from Naked Snake and Big Boss 
from Metal Gear Solid 3 and V respectively. We 
wanted to shy away from the cigar smoking Big 
Boss and focus on those iconic characteristics that 
make Big Boss instantly recognizable. 


MANIC 
MANIPULATOR 


This tragic little bundle of nerves 
needed to be a playable charcter 
but it wasn't decided to make 
them playable until much later in 
development. The design of Manic 
Manipulator was tricky to bring 
into the 2D, wall jumping, saw 
dodging, mushroom smacking 
world of Super Meat Boy 

Forever but we managed by just 
leaning into the absurdity. Glass 
manipulation make up most of 
Manic’s attacks with the exception 
of the “brain headbutt” which 
would probably hurt more than 

it would harm. Oh well. Video 


Games!!! 


BROWNIE 


He’s back! Or did he ever leave? Or 

is he eternal? One thing is for sure, 
he’s poop! Devotees will remember 
Brownie from Super Meat Boy. Dr. 
Fetus “made” Brownie to fight against 
Meat Boy in a race to the top of a 
tower filling with salt. Well, nothing 
really worked out for Brownie in the 
first game. He sacrificed himself to 
help Meat Boy and Bandage Girl 
escape (a reference to Gray Fox in 
Metal Gear Solid). He died. Very sad. 
But like the Marvel Universe we can 
just bring anyone back we want so we 
decided to make a place for Brownie 
in Super Meat Boy Forever. 
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TOFU BOY 
Tofu Boy first appeared in a 2009 


promotional comic for Super Meat 
Boy (they are really rare so if you 
have one, good for you!). He was 
part of a joke page of different types 
of “boys”. When Super Meat Boy 
came out in 2010, PETA made a 
parody game of Super Meat Boy 
called Super Tofu Boy. We found this 
hilarious and decided to put Tofu 
Boy in Super Meat Boy as a playable 
character that you unlocked by typing 
“petaphile” into the title screen. Tofu 
e Boy had about half the running speed 
and half the jumping height of Meat 
Boy. He sucked. 


In keeping with the tradition of 
Tofu Boy, we made him suck even 
more in Super Meat Boy Forever. 
Everything about him sucks except 
his animations, which are awesome 
because they further push home how 
bad he sucks. When he falls he slowly 
tilts backward, when he wall jumps 
he just face plants the wall, the hook 
goes through his hand as he travels 
upward, his punches are terrible. 
Gameplay wise he starts out as fast 
as the other characters but each step 
and jump tire him out to the point 
where he just stops and has to rest 
for a bit before he can run again. He. 
Sucks. But...we love him all the same 
because of how bad he sucks. 


Tofu Boy Sucks. 
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RELATIONSHIP 
GOALS 


Meat Boy and Bandage Girl belong 
together. While Meat Boy went 
through Hell (literally) to rescue 
Bandage Girl from Dr. Fetus, 
Bandage Girl went through Cotton 
Alley to save Meat Boy. They 
definitely have each other’s backs. In 
Super Meat Boy Forever, they both 
fought together until the very end 

of time to find and rescue Nugget. 

It was a complete no-brainer to put 
them together as the last character 
unlock. Originally there was an 
attempt to make this dual character 
something along the lines of Donkey 
Kong Country where if the lead 
character got killed the secondary 
character would take over essentially 
giving the player two lives per level. 
‘This prototyped OK for a lot of 
levels, but where it broke the game it 
broke it way too hard so we decided 
to just put them together and lean on 
the lore that if one dies the other dies 
too. They will follow each other to 
death because they love each other to 
death and to have one of the couple 
die would mean the other would die 
as well. It’s a co-dependency thing, 
but it makes for adorable “valentines 
day”-esque artwork! 
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DOWN THE 
RABBIT HOLE 


You can't have a Meat Boy game 
withotu Warpzones. That’s just 
a straight up fact. With Forever, 
much like everything else in 
the game, we didn't want to just 
make the same retro warpzones 
from the first game. Instead we 
wanted to put Meat Boy into 
other games. So that’s what we 
did. You can try to sue us but 
we already sued ourselves and 
that means no double jeopardy. 


Check. Mate. 


BREAK THE SLUGGER WARPZONE 


Break the car! Who didn't love beating the 
hell out of a car in Street Fighter or taking 

a pipe to that Camry looking car in Final 
Fight? At’ Team Meat, we feel every game 
should have a break the car bonus stage in 
some way and if it doesn't exactly fit into your 
game’s narrative, figure out a way to make it 


happen! That’s what we did! 


Break the Slugger wasn't the first warpzone 
we created, but it was the warpzone inspired 
the theme for every other warpzone in the 
game. Initially we were going to have Meat 
Boy just bust up a car, but it just didn't feel 
right. To introduce the idea of a sedan or a 
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jacked up pickup into the Meat Boy universe 
felt forced and uninspired. We felt like we 
were breaking a car for the sake of breaking a 
car which is fine because breaking cars is fun, 
but we knew there was something we were 
missing. So, while conceptualizing different 
“cars” to break the idea came up to just Beat 
up Lil Slugger from the first game. It felt 
perfect and we knew there was so much we 
could do with other warpzones we were plan- 
ning if we referenced the first game in some 
way. From that point on each warpzone was 
modeled after a game we love and a boss from 
Super Meat Boy. ’The lesson to be learned 


here is “Break a car, get inspired”! 


Now that we knew we wanted 
to beat up Lil Slugger the 
first big task was making a 
challenging way to beat him 
up. Obviously just beating a 
car to a pulp is fun, but this is 
Meat Boy which means it has 
to be a challenge. We decided 
to make Lil Sluggers saw 
collidable and wave it back 
and forth faster and faster 

as the clock ticked down. 

‘The end result was a game of 
punching like crazy, dodging 
under the saw, bouncing off 
the wall and pummelling Li? 
Slugger. Repeat until dead. 


With the exception of Lil 
Slugger who was animated 
from scratch, all of the art 

in this level was pulled from 
Super Meat Boy and the 
stage was made to look like 
the stage Lil Sluggers boss 
stage from Super Meat Boy. 
It was a challenge to make 
him look 3D, we actually 
had to pull him into an FLA 
all by himself because his 
animations were causing 
crashes in FLAs with other 
assets, but the end result was 
worth that headache. 
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CLASSIC BOY, GIRL AND DAFETUS 


‘The classic. The ones that started it all. Classic Boy, Girl 
and Dr. Fetus are literally the FLA (a file type used with 
creating Flash animations) we used for Meat Boy in Super 
Meat Boy (2010) with some additional animations. 
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PINK BOMBER 
WARPZONE 


The Pink Bomber Warpzone is an 
homage to Megaman 2, the best 
Mega Man game in the series in our 
opinion. Metal Man was a perfect 
pick for a two button Megaman Boss 
fight for several reasons. ‘The original 
fight takes place with Megaman on 

a treadmill which is opposing his 
movement, Metal Man is always 
across the screen from him attacking 
him at a distance and the entire battle 
is basically shoot constantly, hope 

it hits him and dodge the saws. We 
knew this was something that would 
work well with two buttons. 


‘The time from prototype to playable 
to final version without art was maybe 
4 hours. We had the pieces in place 
for the treadmill already and coding 
Metal Man-like A_I. was trivial. As far 
as firing a weapon, we just made it so 
the player constantly fires. The battle 
became focusing on dodging saws 


thrown at you while trying to make 
your shots connect with the boss, 
which is exactly what Metal Man's 
battle was in Mega Man 2. 


‘This warpzone was not only an 
homage to Mega Man 2, but it also 
pays tribute to the stage in which you 
fought Dr. Fetus in Super Meat Boy. 
So we took Dr. Fetus, gave him Metal 
Man type attacks, took his stage and 
gave ita Metal Man coat of paint 

and viola...you have the Pink Bomber 
warpzone! 


MEGA BANDAGE 


Initially, the character the player 
controls in this warpzone was going 
to be Meat Boy dressed up like Mega 
Man. We found the blue and red 
clashed too much so the decision 

was made to give this character to 
Bandage Girl. The pink and red suit 
worked really well with her. Red 

is the color of the helper power up 
“weapon suits” in the mega man 
series so it felt very much in place. 
Her character animations have nods 
to Megaman all the way through, 
from the dashes to the “1-Up” look of 
her black hole launching animation. 
‘This was a really great warpzone to 
make, it came together quickly and it 
plays fantastic. 


Above we see the early concepts for this 
warpzone character. 
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TEST YOUR MEAT WARPZONE 


TEST YOUR MIGHT! The booming voice cut through. We had to honor that in Super 
of the Mortal Kombat announcer has the Meat Boy Forever and we had to be as 

power to whisk any kid that grew up in the genuine as possible to capture that arcade feel. 
90’s back to the arcade in their mall (RIP So..that’s why we bought a red suit, a red gui, 
Space Port in the Blue Ridge Mall). Through a green screen and hired Kiana to make clay 
the din of arcade machines that voice always versions of Larrys from Super Meat Boy. 


MEATSONA 


We had to be authentic with this 
homage so Tommy did motion capture 
for all of Meatsona’s moves in his 
living room with a green screen. Yes, 
Tommy is Meatsona. The process 
involved filming several takes of 
different moves, bringing those into 
Adobe Premiere, extracting frames, 
taking them into Photoshop, cutting 
off the head, cleaning them up and 
downsizing and applying filters to give 
it that classic Mortal Kombat look. 


To really sell how resilient Meat Boy is 
in Super Meat Boy Forever we opted 
to have the final obstacle be “Saw”. It 
also gave us an excellent opportunity 
to make it so if MeatSona fails to beat 
Larrys in the final round of Test Your 
Meat he dies in a massive booming 
blood explosion that would make 
Shang Tsung proud. 
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Fun fact: Meatsona was originally called “MK 
Boy” but at one point our social media manager, 
Lillian, wanted to figure out a way to let users 
make avatars for themselves online in the theme 
of Meat Boy. She called this “creating their 
meatsona”. The name was too good and it replaced 
‘MK Boy”. Cant you imagine that Mortal 
Kombat announcer saying “Meatsona wins”? 
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LARARYS 


Meatsona needed someone 
to face off against in the 
“Test your Meat” warpzone. 
‘The aesthetic of “The Rap- 
ture” fit really well with the 
theme of the Test You Meat 
warpzone and a claymation 
version of Larrys is some- 
thing we desperately wanted 
to see. Not only that but 
beating 3 Larrys to unlock 
MeatSona is perfect video 
game logic. So, one of our 
multi-talented artists named 
Kiana took up the task of 
creating a clay version of 


Larrys. 


At first, we figured we 
would just draw Larrys in 

a claymation style, but that 
wasnt good enough for 
Kiana. She took it a step 
further and leaned on her 
previous claymation skills 
to sculpt and animate every 
frame of Larrys’s animation. 
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M—ZERO WARPZONE 
On a warm July afternoon in 2020 Earlier in the day Tommy had been 


the following question was asked in driving his son around as dads tend to 
a Discord channel that changed the do and thought “Why can’t I make a 
world as we know it: two button version of F-Zero” After 
the drive had concluded he figured 

‘Here’ a really dumb thought that I out a way he could create an F-Zero 

want in the back of your mind and I warpzone in the Super Meat Boy 

promise there is a reason for it: Forever editor and he needed Lala to 
fill in the gaps and show him exactly 
what Meat Boy would look like as an 
F-Zero car. Lala, as she is known to do, 
did not fail to deliver and gave a few 
examples. At that point Tommy knew 
that M-Zero was destined to be. 


What does Meat Boy look like as an 


F-Zero car?” 
- Tommunism 07/20/2020 
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Thank you! TES, 
| am Number One ! | 


Kiana, was brought in to make 
the SNES style graphics that 
would be used for the track. It 
was decided that Little Horn, the 
boss from Hell in Super Meat 
Boy, would be the host of this 

hellish F-Zero Meat Boy hybrid. h Ps es % 

Players would race around a 
track, dodging flaming, dead 
Meat Boys. 
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F—-MEAT 


The unlockable character, F-Meat (or 
M-Zero, I think his name gets mixed 
up in the main game but whatever... 
it’s the only car/meatcube hybrid in 
the game) was created by Michael. At 
first we weren't sure if we were going 
to go “full stupid” with it and make 

it so you actually drive an F-Zero 
looking car through Meat Boy levels, 
but as development wore on and our 
sanity slipped little by little each day 
the idea went from “can we do this?” 
to “why haven't we done this yet?” 


F-Meat’s character unlock screen is 
pulled from an F-Zero comic that 
was an obvious bad translation. Bad 
translations are gold! 
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SUPER KNOCKOUT BOY 
WARRPZONE 


Super Knockout Boy was the very first 
warpzone that was created, but it didn't start 
out as a warpzone. The idea came up late one 
December evening when Tommy had the 
idea to make a two button Punch-Out game. 
After a weekend of prototyping controls and 
mechanics, we had a playable two button 
Punch-Out. It was so fun there was talk of 
creating a whole circuit of characters to battle. 
‘That was quickly shot down due to the scope 
of the project and the fact that we weren't 
making a Punch Out clone. 


® 


With the mechanics in place the next task 
was figuring out how it fit into the game. 

At the time this was created, we weren't 
100% sure what warpzones were going to be. 
Warpzones were always going to be a part of 
Super Meat Boy Forever, but the decision to 
make them passages into other games starring 
Meat Boy didn’t come until later. Initially 
this Punch Out match was going to take 
place between Solid Squirrel and Meat Boy 
at the very end of Chapter 6, but it just didn’t 
click the way we wanted it to. Later when 


Warpzones were themed as a Classic Game / 

Meat Boy crossover we knew we had no other 
choice than to put C.H.A.D. in the ring with 

Meat Boy. 


C.H.A.D. is modeled after King Hippo both 
in fighting style and looks, though the looks 
are more of a coincidence than a design. All 
of his animations are timed exactly or pretty 
close to the frames of King Hippo. His 


special attack is a cross between Great Tiger 
and Bald Bull. 


To the Left, 


we have the 


first concepts 
used to find 
Lil-Meat’s 
opponent. 


LIL—MEAT 


Lil-Meat’s animations are almost 
timed exactly with Lil-Mac’s 
animations from Punch Out. We 
really wanted to have someone who is 
familiar with Punch Out feel right at 
home fighting C.H.A.D. 


Here’s a fun fact for you: In the NES 
version of Punch Out a member of 
the crowd blinks when timing is right 
to knock down Bald Bull during 

his bull charge. In Super Meat Boy 
Forever, a little red guy in the crowd 
also blinks when you can knock down 
C.H.A.D. That’s what you call paying 


attention to details! 
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THE START 


When you make a really 
difficult game you don’t 

want your first stages to be 
too chaotic or menacing. 

You want to have something 
familiar and somewhat calm 
but, you want to hint at things 
to come. In Super Meat 

Boy, The Forest was the first 
chapter of the game. With 
Super Meat Boy Forever we 
also start in a forest. Nature 
has a calming effect on people 
and the last thing we want is 
people getting super stressed 
out in the first stages...no...we 
want to wait until the second 
chapter for that madness. 


Originally “Chipper Grove” 
was just called “The Forest” 
and in the game’s files it is 
still named that. The name 
“Chipper Grove” came up one 
day and it was too good not 
to use. 
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WORLD AND MAP 


Taking a page from the first game, we 
decided that each chapter would have it’s 
own “World” to give the chapter an overall 
personality. The scope of the 2014 was much 
smaller so the original idea was to combine 
the World Map and the Chapter Map 

into one entity where the player navigated 
through the stages and the boss on the face 
of the World. That idea was thrown out 
when the scope of the game grew and the 
original concept of World and Chapter maps 
being two separate entities was implemented. 


The chapter map for Chipper Grove needed 
to be very tame so it just looks like a nice 
pleasing forest scene. When you switch to 
dark world however, that’s the first time 

the game shows it’s true colors. Saws fly 

in from the side and brain the happy little 
hills, the ground catches on fire, you are still 
in Chipper Grove but it has a much more 
menacing feel. 
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CONCEPTS 


Chipper Grove was the first chapter we 
worked on and in doing so it set the artistic 
tone for the rest of the game. We knew we 
didn’t want Super Meat Boy Forever to look 
exactly like the first game, but we didn’t want 
it to be drastically different from the first 
game. Using The Forest from Super Meat 
Boy as a loose guide we found a look that 


is more cartoonish and colorful but still has 
room for the brutality of saws and death. The 
more cute something is the more you can get 
away with when it comes to brutality without 
pushing it too far into gruesome territory. 


First Chipper Grove sketches. 


Terrain tests for 
Chipper Grove. 


OF 


| 
| Above we see level sketches. 
Before proceeding to final 


mockups as seen on the left. 
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Example batch of 
background assets, before 
they're compiled in the 
Levels. 
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BACKGROUNDS 
With Super Meat Boy Forever 


we wanted the environment 
to tell a story as well. The level 
progression in Chipper Grove 
goes from a nice lush forest, 
to thorny vines, to acid rain 
washed hills to full on forest 
fire. The further our heroes 
get away from that picnic and 
the more they chase after Dr. 
Fetus and Nugget the more 
messed up the world gets. 

We slowly guide you into a 
crappier version of the world 
we started out in. 
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Final backgrounds for 
some of the levels. Colors 
are subdued, to avoid 
distraction from the 


gameplay. 
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Background sketches for each level. 
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) Light World 


levels preview. 


Dark World 


levels preview. 


OBSTACLES 


Obstacles in Chipper Grove are very simple: 
Saws. Lots of saws. Saws that sit and wait, saws 
that spin, saws that chase. Saws. Saws. Saws. There 
wasn't much of a design push on saws since saws 
are saws. However, the Chasey Saw went through 
a few iterations. We considered having it be a 
spiky ball at one point, but in the end a distinct 
looking saw fit the best. 


BLOOD AND 
BANDAGE TRAILS 


Meat Boy leaves behind a trail of blood, 

but what does Bandage Girl leave behind? 

In the first game it was just pink goo. In 
Super Meat Boy Forever we wanted to make 
Bandage Girl more distinct from Meat Boy. 
We gave her a bandage trail and made it so 
when she hit saws she left bandages on them. 
It looks pretty sick to have a whole stage 
covered in bandages! 


Saws also received 
bandage and blood trails, 
progressively getting worse 
after each character death. 
To the left we see the 
concept sheet for level 
obstacles. 
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THE OUTSKIRTS 


After running through Chipper 
Grove and defeating Big Slugger, 
Dr. Fetus escapes to a near-by run 
down clinic on the outskirts of a 
major city. We took another page 
from the first game and decided 

to use the broken down hospital 
aesthetic to further ease players into 
the game. 


‘The Clinic introduces new concepts 
and obstacles completely foreign to 
players of the first game. The only 
obstacles that carried over from 
“The Hospital” to “The Clinic” are 
fans, needle piles, and Betus. Fans @ 
work the same because... well... 
they’re fans. Needle piles are slightly 
different. Playing into the fact 

that Meat Boy and Bandage Girl 
are a little more resilient this time 
around, they can both stand to be 
in needles for a little bit of time 
before they ultimately succumb to 
them and explode in a messy death. 
Betus can still kill you, but they can 
also help you in some situations. 
Instead of touching you and killing 
you like they did in the first game, 
they swallow you up and take you 
someplace. Maybe it’s someplace 
helpful, but more often than not it’s 
someplace that will kill you so you 
need to punch your way out. We 
also introduce switches which can 
control the movement of objects, 
glass walls, and ghosts. 
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WORLD AND MAP 


The World map of The Clinic has needles sticking into his face 
because why not? The chapter map needed a lot of heart monitors 
for some reason and we animated them to sync up with the 
music. We start as a run down clinic but when we enter the dark 


world everything breaks and blood goes everywhere! 


World sketches for The Clinic. 


114 


CONCEPTS 


‘The overall aesthetic to “The Clinic” is sort of a catch all medical 
facility that treats every disease and every mental condition. Who 
knows why it’s abandoned? Maybe the medical staff was stretched 
too thin and they couldn't handle the workload. Maybe they got 
defunded and the diseases and the patients left there now occupy 
the facility. Maybe it was built this way because of reasons! Who 
knows!? All we do know is that it’s a little spooky and a lot of fun. 


‘The interior of the clinic needed to look dirty, but not dirty like 
someone just smeared dirt everywhere. It needed to look chipped 
and broken. Also we needed giant fans and chains everywhere 
because absolutely those would be in this odd clinic on the 
outskirts of town and the forest. It occupies its own space between 
civilization and nature. 
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Terrain tests for The Clinic. 


INC 3 


The very first concepts of The 
Clinic (as seen below), had very 
dark tones for platforming. The 
color test to the left, showcases the 
change in direction to improve 
gameplay area contrast. 
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Background sketches for the The Clinic levels. 


‘The levels have a natural progression from 
outside to inside. Meat Boy and Bandage 
Girl race to the clinic and they first encounter 
piles of needles outside, off in the distance 
they see the main building in the moonlight. 
As they get closer to the main building there 
are more needle piles and fans everywhere. 


Once inside they encounter chains and hooks 
everywhere as they fight off Betus. Deeper 
still they are punching through glass walls 
and encountering mysterious fountains of 
blood. Why is there so much blood? And 
finally as they progress through the main 
building it gets more and more dilapidated 


as they encounter ghosts of patients long 
passed. Finally as they come to the back of 
the building they can see Tetanusville in the 
distance as they encounter odd switches that 
move all sorts of things around the levels. 
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levels preview. 


Dark World 


levels preview. 
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INTERACTABLE 
BLOCKS 


‘The interactable blocks in 
The Clinic needed to fit 

the theme. Instead of nice 
clean boxes for Saw blocks, 
we instead of moss covered 
crates. Instead of crumbly 
bits of earth, we have bricks. 
For the newly introduced 
glass blocks we just have 
chunks of chipped glass to 


smash into. 


FANS 


Fans return in Super Meat 
Boy Forever, though this 
time around they only have 
two set speeds: Regular and 
Fast. We wanted the player 
to look at a fan and have 

a clear understanding of 
how it was going to affect 
them without too much 
trial and error. Often times 
when we needed more 
powerful fans than these 
two speeds we would stack 
them under each other. So 
in a place where you see 3 
fast fans stacked on top of 
each other you can safely 
assume that’s going to 
launch you to your death in 
some way... Best to avoid or 
go with it and see where it 
takes you! 


SWITCHES 


Switches were a totally new 
concept in Super Meat Boy 
Forever. We wanted a way to 
make levels with some good 
puzzle elements. The idea of 
smacking a switch to move an 
obstacle has almost limitless 
possibilities. The look of the 
Switches had to communicate 
to the player at a glance if 
they could be hit, if they were 
currently working and not 
confuse the player as to what 
would happen if they hit the 
switch. When we decorated 
levels we connected switches 
to the obstacles they moved 
with piles and rails. With 

the animations we made it 

so as a switched element was 
moving, the paddles on the 
switch would spin letting the 
player know that something 
was happening even if they 
couldn't immediately see what 
was moving. 


NEEDLES 


In the first game, needles were certain death. Why 
wouldn't they be? They are needles. But, lets blame 
some of that on Meat Boy just kinda giving up when a f 
needle hit him. Turns out needles hurt, but not so bad 
you would die. Just ask Tommy, he’s a diabetic and gets 
poked with them all the time. They suck, but they are 
hardly deadly! With Meat Boy and Bandage Girl being 
tougher this time around we decided to turn needles 
into hazard areas where the player had a set amount 

of time they could be in there before they explode. 

We considered having more and more needles poking 
into Meat Boy’s character animations the longer he 

was in the needles, but this proved to be a bit difficult 
to manage for all animations and all cases. In the end 
we opted for a “death circle” around Meat Boy that 
communicates efficiently how much time the player can 
be in the needles before they go boom boom. 
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BACKGROUND 
ANIMALS 


To go with the spooky aesthetic 

we made spiders, crows and bats. 

‘The spiders are really big because 
otherwise they would be too small to 
see and all that work on making them 
walk around would be pointless. 


THE RED CITY 


‘The Red City (which I just realized is a cooler 
name than Tetanusville... Oh well) sits in 

the distance. To look at it from “The Clinic” 
one might think they are looking toward a 
booming metropolis. As you trek through 
the desert toward the lights of the city, you 
realize that the desert you are crossing isn’t 

a desert at all, at least not a desert made of 
sand. Rust stretches as far as you can see. The 
reddish orange haze adds a visual dimension 
to the heat that fools your mind into seeing 


an oasis of fire creeping toward you. You 
hurry through the mock flames afraid of 


being burnt. The closer you get to the city the 
more the rusty skin is swept away revealing a 
meatless skeleton of a city once teeming with 


life. The lights seen from miles away dont 


belong to the city but to one single building 
that sticks out like a middle finger mocking 
the once proud residents of this now oxidized 


whimper of a city. 
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WORLD AND MAP 


Tetanusville is a completely rusted out city, a 
cross between a desert and a ghost town mixed 
with rust. The world map and the chapter map 
are meant to feel rusty and prickly to the touch. 
We leaned into the desert aesthetic with both of 
these and gave them some sweet rusty cacti. 


CONCEPTS 


Mountains of rust and blown out buildings, cars and boats all came together to make 
Tetanusville. The idea was to have a city that looked like it was functioning as normal 
one minute and then the next was completely obliterated by something unnatural. 
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DR. FETUS'S LAB 


As a bit of environmental 
storytelling, we wanted to 
show Dr. Fetus’s lab in the 
background and make it more 
and more visible the closer 


we got to the 6th level of 
Tetanusville. We had a few 
ideas for Dr. Fetus’s lab but in 
the end we went with a giant 


tower, encircled by ominous 
clouds that stands a symbolic 
“F U” to the surrounding city. 
Some might call it evil, Dr. 
Fetus just calls it home. 


Light 
World levels 
B preview. 


Dark World 
levels preview. 
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TREADMILLS 


Treadmills are a carry over from Super 
Meat Boy, but this time there are three 
distinct speeds indicated by the color of 
the treadmill. When moving opposite the 
direction of the treadmill, Green will slow 
Meat Boy, Yellow will stop the player 
causing them to run in place, and Red 
will slowly move the player backward. In 
silhouette levels we make sure these do 
not get shaded with the rest of the level 
so their speed is easily recognizable. 


Barbed wire sketches. 
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BARBED WIRE 


Instead of flooding Tetanusville 
with saws we decided to lean into 
the rusty aesthetic and replace 
static saws with tufts of barbed 
wire. It helped give the Tetanusville 
levels that sort of open air feel of 
dangerous stuff just lying around 
you could snag yourself on. 
Functionally they are identical to 
saws except they don’t rotate, they 
even show blood stains on them 
or bandages if the player is using 
Bandage Girl. 


KEYS AND 
KEYBLOCKS 


Keys and Keyblocks are another 
carry over from Super Meat 

Boy. However, this time around 
the key does not activate the 
keyblocks as soon as it’s picked 
up by Meat Boy. Instead the key 
(or keys, there is no limit to the 
number you can carry) will follow 
Meat Boy until he comes close 

to a keyblock at which point 

the block will open and open all 
surrounding blocks repeating that 
until all blocks that are touching 
have been unlocked. 
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ELECTRIC BEAMS 


Electric Beams weren't always electric beams. Initially they were 
supposed to be torches (in fact they are still called torches in 
code) but as we progressed with development we found that 
there was too much red in Tetanusville and rendering nice 
looking fire isn’t easy, so we ditched the idea of fire and leaned 
more into an industrial welding torch look. The blue electric 
beams complement the red levels nicely and make it so the 
player can't possibly misinterpret the danger of an active torch. 


Hooks were originally meant for The Clinic 
as meat hooks but as we looked at the other 
obstacles that were planned for Tetanusville 
we decided they fit better there as part of 
downtown with a crane / construction look. 
Hooks are another obstacle like pipes that 
give the player a different way to traverse 
the levels but unlike pipes, hooks were often 
placed near obstacles that required the 
player to quickly jump or dive off the hook 


in order to avoid death. 


PIPES 


Pipes were the last obstacle we created 
for Tetanusville. Originally a form of 
Quicksand was planned, implemented 
and there were even levels made with it. 
Unfortunately it didn't feel right so we 
axed them and went with pipes to shoot 
the player into different sections of the 
level. Being able to traverse a level in 
interesting and fun ways is crucial to a 
two button game so the pipes felt like 
another form of movement more than 
an obstacle to best and opened the door 
for some really puzzle and exploration 
heavy levels. 


PUNCH WALLS 


As a complement to the hooks, there are 
also punch walls. Punch walls cannot 
hurt the player but they act as a movable 
wall suspended in the air that the player 
can move to different positions in the 
level by smacking them with a punch or 
dive. We settled on a shipping container 
design so that they would not blend in 
with the background. 
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BACKGROUND ANIMALS 


You can’t have a desert level without lizards and 
vultures so that’s what we put in there. We could 
have put in scorpions too but we didn't. 
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INSIDE 
DR. FETUS'S 
LAB 


Dr. Fetus drained the 
natural resources from 
Tetanusville all at once to 
power up The Lab. Why 
did he need to destroy a city 
to power his lab? The truth 
is, he didn't. Dr. Fetus just 
hates having neighbors. 


The Lab serves as Dr. Fetus’s 
home and his workplace. 
On the days where he wants 
to put his feet up, this is 
where he does it. However, 
those days are few and 

far between. Dr. Fetus is 
obsessed with inflicting pain 
and now that Meat Boy and 
Bandage Girl have broken 
into his inner sanctum he’s 
very excited to try out some 
of his more experimental 
methods of punishment. 
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WORLD AND MAP 


Sticking with the theme of research facilities 
and the like, the world map for the Lab ended 
up with a Terminator look to it. Other maps 
had some sort of organic feel but the only thing 
organic in the lab is Meat Boy’s blood. 


‘The chapter map light world is your typical 
clean room / research facility where horrible 
experiments would be developed and monitored 
and dark world is the result of a containment 
breach of said experiments. 


THE LAB = 


A couple of the Lab’s world sketches. 
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, CONCEPTS 


The look of The Lab needed to be... 
well... lab like. We took a lot of 
inspiration from Metroid levels sections 
like Tourian and Mega-Man to create 
the final look. Every level up until 
this point had an element of nature to 
go along with it, The Lab however is 
constructed and deliberate. There are 
no broken walls, there are no plants 
growing through, everything placed in 
the lab is placed there for a reason by 
Dr. Fetus. This is his domain. 


A 
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After defeating the Lab Guardian who acts as the front door to Dr. Fetus’s lab, 
Meat Boy and Bandage Girl just walk right in. In the first stage of the lab, 
players spawn at that blown out doorway. 
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BACKGAOUNDS 
The Lab is a huge research facility with 


multiple levels and sections so as we were 
Pp 


designing we tried to structure everything 


as if you were going through different floors. 
‘The first floor is primarily defensive where 
there are Meat Boy seeking orbs and bomb 
blocks guarding the other more experimental 
sections of the lab. The experimental sections 
start to hint at some sort of biological 


experiment involving Meat Boy. Finally, once 
the player has passed all that we come to 
what can be described as the hallway leading 
toward Dr. Fetus’s throne room... Because of 
course he has a throne room! 


The Lab background sketches. 


| Light World 


a levels preview. 
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Dark World 


levels preview. 
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BACKGROUND ANIMALS 


The Lab’s animals are the harmless by-products of Dr. Fetu’s lab surveillance. 
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LASER BEAMS 


To fit with the experimental feel of The Lab 
we decided to create laser beams to decorate 
sections of the lab as well as provide a static 
easily readable obstacle for players to avoid. 
While there are saws in Dr. Fetus’s lab (he 
has to test them somewhere) most of the 


time players are going to be on the lookout 
for lasers to avoid. Lasers are static, they don’t 
turn on and off, they are just there to kill the 
player if they touch them and provide a nice 
contrast to the greyness of the levels. 


POWER UPS 


Dr. Fetus is studying Meat Boy’s movement 
for some unknown reason. Observing a 
subject exhibiting it’s natural behavior 

is valuable, but seeing how they react to 
situations that are abnormal to them is 
crucial to understand their thought process 
and measure their ability to adapt. That’s why 
Dr. Fetus made these “Power Ups”. Each 
Power Up alters the player’s movement in 
some way and opens up an entirely new way 
to traverse levels. Power Ups are obtained by 


breaking them with a punch and are activated 
the next time a player does a punch. 


We didn’t do anything groundbreaking when 
it came to the design of these Power Ups. 
We made icons that describe the movement 
as best we could and stuck them in sweet 


looking fake 3D gem things. 


REVERSE PUNCH 
When you smack this puppy your next 


punch will change your direction in mid-air. 


TELEPORT PUNCH 
Once this Power Up is obtained a copy of the player 


will appear in front of them signaling the location 
they will teleport upon their next punch. You can 
teleport through anything and into anything. 


UPPERCUT PUNCH 


You'll soar high into the sky and smack 
anything above you, dragon punch style! 


REVERSE GRAVITY 


Gravity inversion was planned very early 

on and when we finally got around to 
implementing it we discovered how much of 
a mind freak it is. Reverse Gravity zones can 
be placed anywhere and seamlessly render 
adj acent areas together to create one massive 
gravity zone. The pink and purple electrical 


beams that surround the gravity areas are all 


placed by hand. We had a system that placed 
these automatically but it produced too many 
false positives and we instead relied on hand 
placement. We wanted these to look like 
energy forcefield areas so in the background 
you'll often see things that look like they are 
feeding into the zones. 


APPEAR BLOCKS 


Appear Blocks started as simple one 
way passages for players but quickly 
found their way into more complex 
puzzle situations where players need to 
trek through an area in order to create 

a platform to progress further. The 

look for these started out as something 
mechanical, like a trap closing or a door 
slamming shut, but we ended up going 
with a more energy construct / force 


field look for them. 
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NERVE GAS 


Nerve Gas is effectively needle areas from ‘The 
Clinic with a new coat of paint. We wanted 
to have dangerous areas in the lab where the 
player needed to escape quickly and nerve gas 
fit the lab perfectly. 
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BOMB BLOCKS 


Bomb Blocks are very simple. They 
have a number on them. Touch the 
block and the number goes down. 
When the number hits zero... 
KABOOM. Initially we designed 
these to look more round and have 
“plates” on the outside that the 
player would touch, but we found 
that the round look didn’t make for 
an easily readable platform. Players 
needed to know they could safely 
stand and slide on these as long 

as the timer wasn't at zero so we 
made them as square as possible. 
Deep lore time: Let’s just say the 
outside of the boxes are lined with 
capacitive sensors that trigger 

once per unique touch in order to 
decrement the counter. 


END OF TIME 
The Other Side or “End of 


Time” as it was called during 
development served as the 
backdrop for the weirdest and 
surreal concepts in the game. 
Originally, about 2 months into 
development, the idea for “Meat 
Boy but in Space” came up but 
the concept didn’t really progress 
past that since the mechanics of 
moon-jumping and other space 
themed actions would probably 
not feel great to players. Instead 
the idea shifted to “Meat Boy 

at the end of all time” which 
incorporated a bunch of space 
type aesthetics without having to 
be grounded in the idea of Meat 
Boy bouncing around on the 
moon or something similar. 


For most of development, “The 
Other Side” was called End of 
Time. When Solid Squirrel hits 
the button and activates Dr. 
Fetus’s ultimate F U button reality 
and time essentially implode 
transporting our heroes to the end 
of the universe itself, the moment 
the implosion happened directly 
connected to the moment when 
there was nothing more to come. 
As such, we wanted to get super 
weird with it while still keeping 

it organic and otherworldly. 
Bismuth crystals and their 
repeating patterns became the 
foundation of The Other Side 
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The end of the universe is death in its most final form. We 
needed a world that reflected that so we came up with a dead 
world and had ridges recursively flowing into the eyes and 
mouth. It’s weird and that’s the point! 


\= THE OTHER SIDE =¢ 
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CHAPTER MAP 


The chapter maps lean into the bismuth 
theme a little more and are modeled 
after a large bismuth crystal (yes they 
seriously look like that. Google it). 
Dark world breaks it all apart and sucks 
out all the color because it is the death 


of death. 


CONCEPTS 

After it was decided that Meat Boy would exploring what this chapter could look like. 
be spending some time at the end of the ‘The idea of having levels sculpted from 
universe, we needed to know what that bismuth seemed weird enough to work. 


looked like. Below are the very first concepts 
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| Bismuth is wild stuff. It’s 

incredibly random while still being 

hS tigidly geometric. It reflects a 

| literal rainbow of colors depending 

on the angle it’s observed. It’s 

perfect for weird levels. In order 

to get that bismuth shine we 

3 created a special shader to give 

the bismuth pieces that make up 

the bulk of the levels a shine and 

# reflective color gradient based on 

where the camera is pointed. As 
you run through levels in “The 

ee mss, Other Side” the colors seem to 

follow you and change based on & 

how you move. 
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The Other Side isn’t a place as much as it is a damaged 
moment in time. That moment while unmoving 
extends from the point of damage all the way toward 
nothingness which is the end of all time. The levels 
start out at the point of implosion so the first levels 
have elements of Tetanusville and The Lab still visible. 
As the player gets further from the first level the levels 
move away from familiar shapes in the background 
like broken buildings and chunks of earth and move 
toward more organic and abstract pieces. The last level 
is broken bismuth pieces in the background, void of 
color, laying there at the last point in all existence. 


Background 
sketches for the 
levels in 


The Other Side. 


Light World 
> levels preview. 


‘The bismuth 
that makes up 
the parts 
of the level 
ees progresses 
=) from dull 


mono-colored 


—y fp _-am - , bismuth 
[lees ell i}] -||_ TAN ) Ht d col reflections in 
— : = ae — the beginning, 
to multi- 
| colored bright 
' reflections at 


| y — pj the end. 
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Dark World 


levels preview. 


BACKGROUND 
ANIMALS 


Jellyfish are strange. Like super 
strange. At least one jellyfish 
(Turritopsis dohrnii) is literally 
immortal. That’s not right... How 
does that even work? Anyway, 
what better background creatures 
to populate The Other Side than 
immortal bismuth space jellyfish? 
We added a hint of bismuth to 
the interiors of these creatures 

to make the player wonder if the 
bismuth itself is alive. I doubt any 
player wondered that...until now... 
Spoilers it isn’t. It’s just Bismuth 
and it made the jellyfish look neat. 
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INVISIBLE SAWS 


Early in development we concepted 
the idea of saws and blocks that 
disappeared the closer the player got 
to them. Functionally they worked 

but we found them to be not really 
challenging at all and where they did 
present a challenge it was more often 
than not completely unfair. We created 
the art for the disappearing saws and 
liked it so much that when we axed the 
invisible saws we kept these designs as 


the default saw for The Other Side. 


STATIC 
RED CRYSTAL 


‘The static obstacles in The 
Other Side are fractured blocks 
with red crystals growing 

and shrinking out of them. 
Internally these were called 
“Tick Crystals”. The idea was 

to have a crystal formation 
destroying a block of bismuth 
over time and then resetting a 
bit. The crystals grow completely 
out and then reverse at set 
intervals so they give the feeling 
of time flowing at different rates 
over these blocks. It’s subtle but 
it makes my brain warm. 


KILL BLOCKS 


As mentioned on the previous page, there was 
an idea for blocks that would turn invisible the 
closer the player got. We actually made a ton 
of levels with these in mind but they never felt 
right. Instead, we changed these blocks to Kill 
Blocks. Kill blocks activate when Meat Boy 
steps on them and a fraction of a second later 
red crystals burst through creating an obstacle 
that will kill Meat Boy instantly. We had to go 
back through every level and make sure these 
were balanced but they provided interesting 
ways to make the player care about where they 
were running and sliding along walls to make 
sure they werent blocking off any backtracking 
that needed to be done. 


INPUT BLOCKS 


‘These blocks were internally called 
“input blocks” because they react to 
the input of the player. The green 
ones push in and out with jump, the 
pink ones push in and out with slide. 
We wanted these to look like heavy 
stone, as if they were pulled from 
some weird alien tomb. The designs 
on the front mimic the actions taken 
with the input where you have kind 
of a jumpy square wave for the green 
jump input block, and a flat line 

for the pink slide input block. Their 
colors only really come through when 
they are pushed out or activated. 
When they aren't activated their 
design remains but their glowing 


details fade. 
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BLOCK PUNCH 
POWERUP AND 
CASCADE BLOCKS 


The Block Punch Power up allows 
Meat Boy to place a block of bismuth 
anywhere in the level. If Meat Boy 
places a block in the path of an empty 
Cascade Block, all other blocks fill in 
creating huge winding platforms that 
lead to new parts of the level or shield 
Meat Boy from danger. The Cascade 
Blocks appear somewhat transparent 
though when the player first enters 

a chunk the end of the disappear 
animation plays. This was a bug, but 
we kept it in because it did a good job 
drawing the players eye to these blocks. 


| @ | 


Input Blocks sketches. 
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THE GLITCH 


Dr. Fetus was monitoring 
Meat Boy and Bandage Girl 
from the second they stepped 
foot off their picnic blanket 
and went after Nugget. You 
don’t believe me? Well... 
Maybe look through those 
levels again. There are cameras @ 
EVERYWHERE. Why was 
he watching them? What 

is he planning? Why were 
their clones of Meat Boy in 
Dr. Fetus’s lab? Why were 
there tons of dead Meat Boys 
dumped on Meat Boy and 
Bandage Girl in the Dr. Fetus 
Outro cutscene? It seems like 
Dr. Fetus was trying to make 
clones of Meat Boy... But 
why? Who knows. All we do 
know is he had a lot of data 
to process after the events 

of Super Meat Boy Forever 
and 0x DEADBEEF seems 
to take place in Dr. Fetus’s 
computer... 
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WORLD AND MAP 


The World map of OxDEADBEEF is a ‘The Chapter Map follows the same structure 
glitched out world that morphs between as the World map, where the chapter maps 
chapters constantly. In the background is glitch into each other. 


actual code from the game. 


OXDEADBEEF =< 


CONCEPTS 


0xDEADBEEF is a mishmash of every 
level concept in the game. Levels 1 through 
5 are all chapter centric levels where all 

the mechanics in one previous chapter are 
mixed together in new and interesting ways. 
For example, Level 1 is all things you find 
in Chipper Grove. Level 6 is every chapter 
mechanic mixed together. On top of that 
(literally actually) levels are multidimensional 
and Meat Boy must travel in between 
dimensions to beat these seemingly 


impossible levels. OxDEADBEEFF is 


LIKIN. 1H uy 
LIKIN. 1H J¥ 


computer hell through and through, the worst 
of everything, the ultimate test for the player. 


0xDEADBEEF introduces the concept of 
multidimensional levels. The first dimension, 
the one the player always starts in, looks 

like a glitched out version of a previous 
chapter. Each level uses assets from previous 
chapters to decorate the first dimension of 
the level. Every dimension greater than the 
first dimension has a DOS look mixed with 
obstacles and glitched out pieces that would 
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Early concepts for 
OxDEADBEEF:; 


g A few concept tests for 
the World and Chapter 
Map visual. 
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normally be seen on the first dimension. 

As such, OxDEADBEEFF has two distinct 
looks and each one had to be tackled with a 
different approach. 


In the first dimension we wanted the player 
to feel like they were in a glitched out 
version of a chapter they've already played. 
We achieved this by reusing assets from 
these chapters and having special code 
that randomly glitches these pieces. We do 
this by cutting up the pieces and randomly 
offsetting their positions during gameplay. 
‘There is also a shader that constantly 

runs and has a small percentage chance 

of rendering the background as a group 

of custom ASCII characters. If you look 
closely at the background you can see that 
every once in a while some small ASCII 
style characters that look like Meat Boy, a 
saw, and a middle finger just to name a few 
pop into view for a split second and then 
subside. Also this shader offsets the red, 
green and blue channels of all the assets 
rendered in the background at random 
intervals. It’s pretty glitchy. 


The second, third, forth, etc dimensions all 
follow a theme of being in a corrupted OS. 
We experimented with a lot of different 
looks but landed on the classic DOS look. 
We originally wanted these dimensions 

to look like a killscreen but it was far too 
distracting when dealing with the hardest 
levels in the game. 


‘The big really noticeable difference in these 
levels is that Dr. Fetus is typing away like 
mad in the background. Is he happy? Is he 
sad? Is he just stalking people online? Prob- 
ably yes to all of those. 
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ERROR BOXES 


‘There are error boxes as hazards, DOS style windows 
with random technical information, and glitched out 
pieces from the first dimension of the level. You feel 
like you're trying to get Duke Nukem to run on your 
dad’s crappy Tandy Computer and you are messing 
with parts of the OS that you probably shouldn't be 
in. Don't mess with the IRQ values WTF!?! Now the 


modem doesn’t dial out! 
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PORTALS 


they are transported down or 


= 


When a player punches a portal 


up in the dimensional chain based on the type of portal they 


struck. The screen quickly pixel dissolves out and away from 
Meat Boy to reveal the new dimension he is occupying. 
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PUNCHABLE 


All enemies are made to be 
punched. Some fly back and splatter 
against a wall after impact, others 
do something useful like create a 
wrecking ball or stop time. They 
are all connected by the punch, the 
one great equalizer that has been 
around since the dawn of time. No 
enemy is immune, nor should they 
be. To stand in the way of Meat 
Boy and Bandage Girl, as they do 
everything in their power to protect 
their daughter Nugget, is by far the 
most idiotic thing these enemies 
can do, yet they do it. Pleading 
wont help, negotiating with them 
won't help, they cannot be bought 
or threatened, reasoning with them 
won't work, you cannot appeal to 
their empathy because they have 
none. They can only be punched. 
You have no other choice. You. 
Must. Punch!!! Otherwise they will 
kill you. 


Wait, what were we talking about 
again? Oh that’s right, Super Meat 
Boy Forever enemies. The concept 
of a punchable enemy is new to the 
Super Meat Boy universe so we had 
quite the fun time figuring out how 
to punch them and what to do when 
they are punched. 
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FLIES 


We needed flying enemies and we were 
so lazy we just took the first 3 letters 
of the word “flying” and said that was 
going to be the enemy. Lucky for us 
flies are a thing. The basic blue fly was 
our starting point in Chipper Grove. 
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We used that base fly and dressed them up 
for other levels. It was important to keep the 
proportions and overall shape the same so 
players could safely assume what they were 
interacting with was a fly. 
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We created a ton of Mushroom concepts. 
Some had eyes, some dont. The ones 

with eyes didnt feel right so we ended up 
bringing the cap down over the eyes to 
give that classic “this plant is evil but not 
conscious so killing it isn’t a big deal” vibe. 


Once we established the look we played 
dressup in other chapters. 
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BETUS 


Betus appeared in Super Meat Boy Forever, 
but they just bounced off walls and if Meat 
Boy touched them he would explode. The 
Betus are back but this time it’s personal! 
Now a Betus will just float around and 
when Meat Boy gets close it’ ll suck him 

up and then head off in a direction, often 
toward danger. 


Bounce s 
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ORIeINAL SMS ENEMIES 
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‘The inspiration for this behavior is grounded the next day but he figured he’d just wait until 


in real life. Tommy is a Type 1 diabetic. One 
day while his blood sugar was low he decided 
to sell Tesla stock when he didn’t need to. 
‘The diabetes made him do it, it swallowed 
his thoughts and then pushed him toward 
danger! He could have bought the stock back 
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it came back down. It didn’t. The lesson here 
kids is don’t day trade while your blood sugar 
is low unless you can use the experience to 
make an enemy in a video game. 


() - @ a 

Os Og 
i ie 
ae 
TOPE 100) 


@) © 
ey dre Ba 
iF it 


» 
- 
, ™ 
Y rn 
. 
. 
ow 
. 
or: 
oy 
. 
. 
2 ; 
. 
5 
| 


GHOSTS 


When you first encounter this little thing 
they’re kinda cute with their straight jacket 
bundling them up like a permanent hug. Once 
they’re punched the jacket comes loose and they 
are a little more crazy. One more punch and the 
jacket comes off then they go full tilt with arms 
flailing, crazy eyes, the works! Are you helping 
the ghost by smacking them? Probably not. Are 
you hurting them? No, they are ghosts. 
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PILLBUG 


Pillbugs, or Rolly Pollys depending on where you 
grew up, are sticky little crawlers that curl up into 
an indestructible wrecking ball when they are 


punched. That wrecking ball can blast through 
wood blocks with ease and can be hit as many 
times as your heart desires or they fall into a pit. 
Tetanusville is loaded with these guys so have fun 
chipping them up into the air with a slide attack 
then jumping and punching them into a line of 
wood blocks “Rocket League” style! 
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Pillbugs are much bigger than Meat Boy because we didn’t 
want it to seem like you were knocking around a marble. 


Orbs don't have a cool name. Sorry. They are orbs. 
‘They were going to be missiles, but it didn’t tickle our 
game design fancy that much. Smacking missiles into 
something is badass, but with the gameplay in Super 
Meat Boy Forever we needed more. Missiles were 
changed to Orbs and the orbs themselves had special 
qualities. They home in on Meat Boy like a missile, 
but when Meat Boy punches an orb, it splits into 4 
pieces and circles Meat Boy. After a small amount of 
time they converge on Meat Boy and explode him 

to death. However, if Meat Boy does another punch 
while they are surrounding him he releases them in a 
devastating fireball that breaks walls and blows stuff 
up. It’s our Meatdoken. 


WHEN MEAT BOY TOUCHES 
THIS AREA SPAWN AN ORB 


MM Ml 


IF MEAT BOY TOUCHES 
THE AREA HERE, SPAWN 
AN ORB THAT STARTS 
OUT MOVING DOWNWARD 


KING THE AREA THICKER THAN THE SPAWNER 
BY | TILE WILL MAKE THE ORB SPAWN IN 
ANTICIPATION OF MEAT BOY CROSSING THE PATH 
WWHICH HOPEPULLY WILL MAKE THE THREAT 
OF THE ORB MORE INTENSE WITHOUT 
PEELING UNFAIR OR SOME SHIT 


Orb Launchers only fire out an orb 
when you enter a cross formation of 
collision boxes and when they spawn 
they spawn out of the opposite side to 
give the player time to react. 


WARAHLEEOHLEEOH 


Wahleeohleeohs sleep peacefully. They are 
bound in place by chains that hold them in 

their position in time and space. When they are 
punched all but one of those chains break and 
they rocket away from Meat Boy. The problem 
is that one chain is still attached to time and 
space and it rips open reality and exposes the 
horrible truth: Reality sits on top of dead blocks. 
Time heals the rip in reality and the horrible 
truth is once again hidden from us. 
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The dead blocks that are revealed when the 
Wahleeohleeoh flies back after a punch are 

stills of the different punch reaction animations 
rendered depending on the direction the 
Wahleeohleeoh is punched. Wahleeohleeohs can 
be punched, uppercutted, or dive punched so 
there are 4 unique punch reaction animations. 
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Wahleeohleeohs weren't always a creature. 
Initially they were just a block that you could 
hit and it would just create blocks behind it. 
We never really came up with a good way to 
show this that stood out from the levels while 
still matching the aesthetic of The Other Side 
so we decided to get weird with it and make 
it a creature. 
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‘The name “Whaleeohleeoh” makes as 

much sense as the ridiculous lore. Rhydian, 
‘Tommy’s son, used to call coloring 
“wahleeohleeoh” and it was too awesome of a 
name not to use so it replaced the boring but 
effective name “Block Spawner” 


BLACK HOLE 


Like many things in this game, Black Holes 

didn’t start out as black holes. They started out as 
something called a speed demon. Speed demons 
would grab meat boy and throw him in a direction. 


‘The demon theme didn’t fit with The Other Side 
very well so we tried other alternatives. We tried 
Langolier looking things but they felt more like 
something that would just eat you and kill you. 


We tried a hand out of a portal but coding a dynamic 
animation that would reach out and grab Meat Boy 
was doable but pretty quickly ruled out due to the 
amount of engineering it would take to make it look 

right. There was an almost CupHead looking cannon 

but again, it didn’t fit with The Other Side. The idea 

of a portal sucking in Meat Boy was the easiest from 

the animation and engineering side and around this 

time the first picture of a black hole came out and 

inspiration struck so a hybrid of a black hole and 

some sort of creature was born. Code wise they are 

identical to Betus, except they shoot you out in a a 
direction when you punch. 
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Each character has their own special animation when they are 
shot out of a Black Hole. They come out at warp speed and are 
compressed into a little ball (or an acorn in Solid Squirrels case). 
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THNUMP 


‘Thwumps are little nasty creatures that are 


sealed inside a crystal prison. When they 
sense Meat Boy they slam into the side of 
their crystal and launch it toward Meat 
Boy at breakneck speeds. If Meat Boy has 
punched a Time Master or two, then he 
might stand a chance of escaping them. 
Otherwise he’s a red stain on some shiny 
bismuth. Pray that a crystal never breaks 
open and a Thwump gets loose! 


One of the first designs for Thwumps were 
buff little dudes that could slam their fists 
into the side of their body and launch 
themselves in a direction. We got away 
from that design because it wasn't weird 
enough for The Other Side. We need deep 
lore! That’s why we went with slippery eel 
type things with tons of sharp teeth that 
slam into the side of a prison. Lore! 
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TIME MASTER 


We can only experience Time in the past for 


the present is the recollection of a moment 
that has already gone. We are memories of 
ourselves. Enlightenment sits at the head of 
time, permanently out of reach. 


So yeah Time Masters are like rock things that 
you punch and the slow time. You can't stop 
time because the physics in the game would 
get all weird so it kinda just slows everything 
down to like 1000th of a second = 1 second. 
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SPACE MASTER 
Space Masters are spooky spider things that just 


wait for Meat Boy to come along and trap him 


in a section of a level that wraps around on itself. 
Space Masters were called “Snares” all throughout 
development. The idea arose from a desire to have 
a chunk repeat over and over until Meat Boy killed 
a creature that had trapped him there. Creating 

a repeating chunk would have been a lot of work 
with the way the level compiler works so we 
instead opted to have a creature that can trap Meat 
Boy in a “web” and make a section of the chunk 
wrap around on itself. 
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There were several concepts for Space Masters. 
We wanted them to hang from the top of the 
screen but this proved to be a big art problem 
when there were several in a level at different 
positions, so instead we opted to have them float 
with their legs all folded up ready to strike once 
Meat Boy came too close. 


THE TASK 


Designing Bosses in any 
game is a serious undertaking 
that can eat up a considerable & 
amount of development time. 
It’s a 3 plate balancing act 
between gameplay, art, and 
relevance to the story. Super 
Meat Boy Forever had a 

4th plate which was “and it 
has to be fair and fun while 
only using two buttons and 
being auto-run”. Bringing 
these bosses to life and 
creating their battles was like 
training underwater while 
wearing a weight vest in a 
pool of sharks that poop live 
water breathing tarantulas. 
Needless to say we are buff as 
hell when it comes to bosses 
now. 
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BIG SLUGGER 


Super Meat Boy had Lil Slugger. Super Meat 
Boy Forever has Big Slugger. This first boss is 
Dr. Fetus asking the question “What if I just 

made a bigger version lol?”. 


Big Slugger shares a similar design to Lil 
Slugger in that they both have a big giant 
chainsaw, but that’s where their similarities 
end. Big Slugger is a combination of Lil 
Slugger and The Shagohod from Metal Gear 
Solid 3. Yeah that’s right, another Metal Gear 


reference, weird! 


Big Slugger was the first boss designed. The 
initial idea was to run from him similar to 
how Meat Boy does in Super Meat Boy 
when battling Lil Slugger. The idea worked, 
but it felt uninspired. Meat Boy can punch 

so we wanted him to beat the hell out of this 
machine in some way. We then kicked around 
the idea of a gun shooting at Meat Boy and 


216 


knocking bullets back toward Big Slugger. 
This idea didn't work because at this point in 
the game, the player had only been introduced 
to smacking flies and mushrooms so trying 

to teach them something new during a boss 
battle felt troubling. Then another idea was 
brought up where animals would escape up 

a cliff alongside Meat Boy and Bandage Girl 
and the player would have to punch animals 
into Big Slugger to defeat him. This also 
didn’t work because at no point in the game 
can you punch animals. Then in a moment of 
inspiration that just seemed to click a very off 
the wall (literally) idea of jumping in between 
Big Sluggers blades and smacking weak 
points was born. 


Making the arms of Big Slugger be 
something you could jump off of and hit 
took some playing around with but we got 
something that felt pretty great in a fair 
amount of time. Originally the boss had two 
phases where you would break all of the weak 
points, he would stall and a new weak point 
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would spawn but it was a fake out. He would 
trap you in between the arms and rocket up 
the cliff. The player had to jump back and 
forth between the arms to get to the top of 
the cliff and win the battle. It was way way 
way too hard so we cut that last part out 
completely. 
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Big Slugger is ultimately defeated by Meat Boy and 


Bandage Girl (with a little help from Nugget) and 
is left abandoned. That is until a Squirrel who lost 
everything happens upon it and embarks on a B plot 
in the main story that’s basically the lost ending of 
Metal Gear Solid V probably. 
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INIC MANIPULATOR 


Imagine being a brain and a pair of eyes 
trapped in a jar, sitting on a shelf in a dark 
closet collecting dust. You don’t know how 
long you've been there, you don’t know how 
you got there, but somehow you still have 
thoughts and you are still alive and aware. 
One day the closet door opens flooding your 
eyes with an impossibly bright light. You can’t 
make out anything but you feel as if you're 
being moved. As your eyes adjust you see you 
are in fact being carried through a hallway 

to a large open room. You cannot see who 

or what is carrying you, you just see a door 
open and a table in front of you. You come 
to a stop once you are set on the table and 
you get a glimpse of who was carrying you, 
they look like another being in a jar. You feel 
happy as the lid of your jar opens and the 
being starts to treat you. You can't physically 
feel anything but mentally the work this 
being is doing is having a great effect on you. 
You are becoming more and more aware and 
the world around you. Clarity washes over 
you and you feel as if you have gained a deep, 
fundamental understanding of everything. 
It’s almost as if objects around you feel like 
an extension of your body. For the first time 


222 


ah 


> <a 

rh ed 7 
in a very long time, you feel somewhat whole. 
‘The jar is sealed back up and you are lifted up 
to the face of the being. Feeling grateful you 
smile at the being but are stunned when the 
being doesn’t smile back. Now your sense of 
awareness has turned from wondrous clarity 
to crippling horror. Fear is beginning to take 
you as you are faced with contemplating the 
unknown motivations of the being who now 
holds you high above their head. The panic 
takes over and the room seems larger than 

it did when you entered and below you sits 
nothingness. You are thrown and nothing you 
can do can squelch the fear. You know this is 
the end and the panic overwhelms you as you 
plead with your thoughts to make your last 
thought a happy one. You don’t want to die 
afraid. You fall for what seems like an eternity, 
every moment is chaotic, jolting fear. You 
land and your jar shatters, glass is all around 
you. You are not dead but that fear remains. 
‘The glass feels like an extension of your non- 
existent body and fight or flight takes over. 
You see two beings in front of you and with 
your new found strength you decide to fight 
your way out of the hell you are in. 
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LAB GUARDIAN 


The Lab Guardian was by far the hardest boss to nail down. 

He shows up at a pivotal moment in the story and the level 
mechanics leading up to his boss fight have a ton of possibilities 
but are also very static with the exception of Pill Bugs which 

are a little too dynamic. There were SEVERAL ideas as to what 
Tetanusville’s boss was going to be but in the end we went with 
mutant Dr. Fetus face electric door monster because videogames. 


THE DOOR 


In between the boss ideas we were 
prototyping a battle where you 
would dodge electric beams shot 
out by eyes while trying to chip 

an ever spawning line of Pill Bugs 
into the eye to destroy it. With the 
constantly spawning Pill Bugs and 
the smaller arena this battle became 
the most fun to play by far but still 
didn’t feel super great. Smacking 
the Pill Bugs into the eyes felt fun, 
but it didn’t give the “beat the hell 
out of a boss” vibe that had with 
other bosses. Dodging the electric 
beams also felt fine, but there was 
only so many ways you can dodge 
in the arena. It tended to be fair 
and feel good in the beginning 
but the more movement the eyes 
had the less fair it felt. The less 
movement they had the less fun it 
felt. A balance between those just 
felt kind of blah. 


ur | Fever Lage Aerack. 
or 


joa lle 
9 cosh how 4 
Onin de a acm gly 2907 
rae or 
en te eons ae FOTN 


‘fEae} he, te Gene: Gah ts ben, 


228 


® | 


After we scrapped the other boss ideas we And so, the idea of making the “eyes” shield 
came back to the door and decided to switch generators that protected a vulnerable head 
it up, keep the best parts of dodging electric in the center of the door that shot rotating 
beams and chipping Pill Bugs into eyes and electric beams of its body was born! 

throw in an element of “hit something a lot”. 
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DR. FETUS CLONES 


At some point in this game, you have to be 
able to punch Dr. Fetus. Otherwise what’s the 
whole point of giving Meat Boy and Bandage 
Girl fists and feet? With this battle we knew 
from the beginning that we didn’t just want a 
1 on 1 battle. Dr. Fetus would never allow that 
to happen. Instead he would cheat. Countless 
Dr. Fetus clones pour into the throne room 

as Meat Boy fights them off. Meanwhile the 
REAL Dr. Fetus watches and waits until the 
right time when he wv out of the crowd into 
the center of the room and starts shooting orbs 
at you. This is our “Burly Brawl”. 


Initially Dr. Fetus was going to sit 
back on the throne and just press 
buttons, but we wanted to get him 
involved in the fight as he would 
definitely sneak into the crowd and 
get a few hits in if he could. When 
spawning the Orbs originally he 
teleported up into the air and 
pressed a button, but we wanted to 
give him a little more Dr. Strange 
feel so he spawns the Orbs with 


his middle fingers. 
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‘The player needed to be able to effectively 
fight hoards of Dr. Fetus clones so instead 
of one on one battles we made it so Meat 
Boy hits a clone with such force that it flies 
backward taking out other clones in its path. 


All the death animations for these clones 
involve them flying back away from Meat 
Boy as they die and explode as they are 
rocketing backward. 
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OMEGA ALPHA 


After Meat Boy and Bandage Girl beat up Dr. Fetus they 
are so close to getting Nugget back. Unfortunately, Solid 
Squirrel shows up and exacts his revenge on Dr. Fetus who 
just happened to have an ultimate “F U” back up plan in 
place for a potential devastating loss. If he can’t win, no 
one does and the button on his throne destroys time and 
space. Meat Boy and Bandage Girl are trapped in The 
Other Side where they make their way through only to 
find Dr. Fetus has reformed himself into Omega Alpha. 


Omega Alpha is Dr. Fetus in his final form. At the 

end of each level in The Other Side, Nugget is there in 
stasis as Dr. Fetus attempts to reform himself. Think Dr. 
Manhattan. After trying and failing several times he 
eventually succeeds and forms himself into a god! 


Omega Alpha’ “face” is formed by galaxies, planets, any debris 
that’s left at the very end of time where the last battle takes place. 
The monocle galaxy is a personal favorite. 
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In 2014 when we first started working on 
Super Meat Boy Forever, the scope of the 
game was so small we werent even sure if 
there was going to be a story, we didn’t have 
anything other than the prototype and a few 
doodles on a couple sheets of paper. 


When 2017 came around and we started 
production again on Super Meat Boy 
Forever we wanted to really go all out with 
everything, including the story. We set a 
goal for ourselves to tell an entertaining 
story with high production value to catch 
some streaming services eye and get a Meat 
Boy show greenlit. While we don't have our 
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show greenlit (yet...) we definitely met and 
exceeded our goals with the story in Super 
Meat Boy Forever. 


‘The first cutscene we made was the black and 
white introduction cutscene followed by the 
Big Slugger cutscene about 7 months later. 
Cutscene production was not a priority in 
the beginning of development since we were 
creating the foundation for the rest of the 
game, but the ideas were starting to come 
together for a Meat Boy and Bandage Girl 
epic. 


‘The first idea for an overarching story was 
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that Meat Boy and Bandage Girl were 
actually the ones kidnapped when Dr. 

Fetus attacked both of them and kidnapped 
Nugget. They were both going to be tied up 
in a storage unit with phones duct taped over 
their eyes, stuck in a VR simulation that Dr. 
Fetus created to learn more about Meat Boy 
and Bandage Girl in order to create perfect 
clones. On the surface this was a really fun 
idea... However it runs into the “it was all just 
a dream” trope which prevents the characters 
from experiencing real consequences for their 
actions. We wanted to build these characters 
more so we needed this to take place in the 
“real world”. 
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‘The story came about in pieces throughout 
development but the overall theme became 
Dr. Fetus kidnaps Nugget, Meat Boy and 
Bandage Girl are relentless in getting her 
back, all the while Dr. Fetus becomes a 

really crappy father figure to Nugget while 
she thinks the entire situation is a big game. 
Later in development we decided to make the 
Solid Squirrel saga the “B” plot of the story 
where all of the things wronged by Dr. Fetus 
(Squirrel, Chipper Grove animals and Manic) 
set out to get their own revenge. 
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*FOREST BOSS INTRO* 


EXT. END OF GREEN HILLS AT THE BASE OF A CLIFF THAT JUTS 


UPWARD HIGH INTO THE SKY 


MEATBOY and BANDAGEGIRL run through the end of the Green 
Hills zone to the base of a cliff. Realizing they are at a 
dead end, they look around for NUGGET and cannot find her. 
They stop and briefly look at each other before they 
realize that the forest is rumbling. 


EXT. BASE OF THE CLIFF 


MEATBOY and BANDAGEGIRL struggle to listen and see why the 
forest is rumbling. MEATBOY puts his ear to the ground like 
a tracker and BANDAGEGIRL stands on her tiptoes shielding 
her eyes from the sun trying to see what's in the forest. 


EXT. DEEP IN THE FOREST 


DR. FETUS races through the forest piloting BIGSLUGGER. His 
chainsaw tank treads tear up the forest floor, down and 
splinter trees, and cause wildlife to flee in terror. 


INTERCUT BETWEEN MEATBOY AND BANDAGEGIRL and DR. FETUS 


piloting BIGSLUGGER. 


EXT. BASE OF THE CLIFF 


MEATBOY and BANDAGEGIRL jump back in surprise toward the 
base of the cliff as DR. FETUS piloting BIGSLUGGER bursts 


out of the forest with a roar, 


them. 


landing right in front of 


BIGSLUGGER slowly rises, recovering from its landing with 
DR. FETUS and NUGGET in the cockpit. As DR. FETUS does an 
evil laugh NUGGET crawls around in the cockpit. 


MEATBOY and BANDAGEGIRL are shocked to see NUGGET in the 


cockpit. 


NUGGET hits a button on the console while crawling around 
DR. FETUS. Lights and buzzers start going off inside. 
NUGGET starts clapping and laughing. DR. FETUS, angry, 
grabs NUGGET and throws her in the back and deactivates the 
alarm. He then hits a button and BIGSLUGGER readies itself 
to chase MEATBOY and BANDAGEGIRL up the cliff. 


Having no other choice, MEATBOY and BANDAGEGIRL start to 
bound up the cliff to escape DR. FETUS and BIGSLUGGER. 


CHIPPER GROVE INTRO 


‘The design for Big Slugger is 
detailed more in the boss section 


of this book but there was some 
thought in how we introduced it to 
the player. The tension build with 
the inner cut between Meat Boy, 
Bandage Girl and different sections 
of Big Slugger mowing down the 
forest and then bursting through 
the treeline to land right in from of 


Meat Boy and Bandage Girl as to 


say “What now f***ers?!>” acts to get 
the player ready for the quality of 
the animation and the presentation 
of the story moving forward. At 
one point we redid almost all of the 
shots and all of the backgrounds in 
this cutscene to match an updated 
art style we gravitated towards 
during production. These changes 
were done right near the end of 
development. 


Hello, my name is Paul ter Voorde. And my role was animation 
director and lead animator for these cutscenes. A lot goes into 
animation, so I'll be dropping in here and there explaining what 
you're looking at. 


‘This is a scene comparison of an early and new version. The ones on 


the left page are done by Temmie and on the right by me. 
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Cutscene 01 / Temmie’s Boards / Final Results 


‘Temmie used to be the animation lead early on during production. However, she ended 
up leaving the team to focus on another project that had more priority. I took over her 
role as lead after we completed this scene. 


‘The scene turned out great! But the style varied quite a bit from the later scenes and 
had to be reworked. It's difficult making the decision to replace someone's hard work. 
However, we had to make the call to keep the consistency of the cutscenes. 


Cutscene 01 / Paul’s Draw Overs / Final Results 


Cutscene 01 / Temmie’s Boards / Final Results 


Cutscene 01 / Paul’s Draw Overs / Final Results 


Cutscene O1 / Temmie’s Background Paintings 


Cutscene 01 / Ismael’s Paint Over 


*TETANUS BOSS INTRO* 


EXT. TETANUS CITY - OUTSIDE DR. FETUS'S LAB. 


DR. FETUS stands on top of a cliff at the entrance to his 
LAB. NUGGET is next to him playing with some rusty saws, 


trying to stack them up, 


MEATBOY and BANDAGEGIRL look up at DR. FETUS. 


rolling them around, whatever. 


BANDAGEGIRL 


looks angry and MEATBOY clenches his fist at DR. FETUS. 


DR. FETUS laughs and pipes all around MEATBOY and 
BANDAGEGIRL start filling the area with quicksand. This 
slows MEATBOY and BANDAGEGIRL to a super slow crawl. 


DR. FETUS takes out a lawn chair and sets it up to watch 
MEATBOY and BANDAGEGIRL try to escape. 


MEATBOY and BANDAGEGIRL get out of the quicksand and start 
to gain traction. BANDAGE GIRL scours at DR. FETUS as MEAT 
BOY is fixated on something behind them. 


MEAT BOY is staring at a large figure forming out of the 
quicksand. Without looking he paws at BANDAGE GIRL 
eventually blindly touching her face. BANDAGE GIRL looks 
annoyed and turns to see THE QUICKSAND GOLEM. 


THE QUICKSAND GOLEM lets out a HUGE ROAR. 


TETANUS BOSS INTRO 


As mentioned before, the Tetanusville Boss 
went through a lot of design and gameplay 
changes. Originally this cutscene was written 
to feature a giant Junk Golem. We boarded 
out and even finished some scenes involving 
this boss but they were cut when we went 
with the Lab Guardian concept. In this 


cutscene we really start to see Dr. Fetus make 


some sort of effort to “care” for Nugget. He 
gives her a few saws to play with while he’s 
working. We never said he was a good father 
figure, but it is a step up from throwing a 
leash on her like in the Manic Manipulator 
intro cutscene. 


DESIGN OF THE DOOR 


With the Lab Guardian concept we thought 
a lot about how the door to Dr. Fetus’s lab 
might look. Obviously he would have several 
doors close one after another in succession 
with The Lab Guardian on the outside ready 
to fry any unwelcome visitor that comes too 
close. Of course one of these doors had to 


have his iconic middle finger spray painted 
on there. You can imagine as he was creating 
these doors he was thinking “AND THIS 
DOOR IS LIKE HEY F** YOU!” 


Here’s an early version of “Tetanus Boss Intro”. Due 
to the boss fight changing drastically in game, we 
had to rework this cutscene. 


‘This is an early version shows the aftermath of the 
button press by Dr. Fetus, where pipes would emerge 
from the holes in the wall. Emerging from the sand 
and scrap filled area would be a large Golem, that 
unfortunately never got animated. 


DA FETUS 
BATTLE OUTRO 


‘This scene is a surprise to the player. 
At this point in the game the player 
has been through 4 grueling chapters 
and has literally just defeated Dr. 
Fetus. This could be the end of the 
game...but it’s not. Our “A” plot of 
Meat Boy and Bandage Girl saving 
Nugget meets our “B” plot of Solid 
Squirrel and his army exacting their 
revenge on Dr. Fetus. 


This scene does a lot. It is the 
intersection of two plots, it has an 
emotional moment where Nugget 
cries for the first time and it sets up 
the very last chapter of the game. 
With Nugget’s scene we intercut 
between the aftermath of the 
explosion and her reaction as she 

is realizing what has happened. To 
Nugget, there is no such thing as 
death. Meat Boy and Bandage Girl 
always come back no matter what. 
But this feels different to her, it 
feels scary. She doesn't know why it 
feels scary but it just does, it doesn't 
seem right and so she cries. This 
catches Dr. Fetus off guard because 


she’s never been anything but happy 
around him and he tries to give her 
back his shoe that he took earlier 
because in his mind that’s what’s 
making her cry and he wants her to 


stop. What a terrible father. 
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*THE LAB BOSS OUTRO* 


INT. THRONE ROOM - DR. FETUS'S LAB 


DR. FETUS is knocked backward but recovers before he hits the ground so he 
lands fine but "defeated". He's breathing heavily. 


MEATBOY and BANDAGEGIRL are also exhausted. They regain their composure. 
DR. FETUS reaches into his coat and pulls out his remote control. 


MEATBOY and BANDAGEGIRL look surprised. 


DR. FETUS hits the button and a ton of dead MEATBOYs fall on top of both of 
them, pinning them to the ground. 


MEATBOY and BANDAGEGIRL struggle to get up, but the weight is too much. 


DR. FETUS laughs a monstrous and victorious laugh. 


The whole lab starts shaking. DR. FETUS looks around confused. The wall 
behind DR. FETUS rumbles and busts open. DR. FETUS is knocked off his feet 
and his shoe falls off. His shoe gently bounces off NUGGET's head and her 
ree turns from the iPAD to the shoe. She picks it up and starts playing 
with it. 


The dust settles from the broken wall and we see BIGSLUGGER powered by MANIC 
MANIPULATOR with SOLIDSQUIRREL in the cockpit and his army crowding in to the 
lab. KID QUICKSAND GOLEM butt slides in behind the army at the back of the 
scene. KID QUICKSAND GOLEM catches MEATBOY's eye again and MEATBOY again 
shutters as KID QUICKSAND GOLEM butt slides. 


SOLIDSQUIRREL points at DR. FETUS from the cockpit. 


DR. FETUS grabs the shoe from NUGGET and puts it back on. After he takes the 
shoe, NUGGET notices SOLIDSQUIRREL and his army. She very happily tries to 
show DR. FETUS that SOLIDSQUIRREL and company have returned. She's very 
excited to see them. 


SOLIDSQUIRREL, BIGSLUGGER, and the whole army rush toward DR. FETUS. 


DR. FETUS pulls the remote once again and smiles. He pushes the button. 


A little screen pops up on BIGSLUGGER'S console. A middle finger shows up on 
the screen and makes that 24 explosion powering up sound. SOLIDSQUIRREL 

signals his army to run away as he jumps off the cockpit just as BIGSLUGGER 
explodes. 


NUGGET follows SOLIDSQUIRREL with her eyes as he flies across the lab and 
slams into the wall behind DR. FETUS'S throne. We watch MANIC MANIPULATOR and 
all the animals perish in the reflection of her eyes. As she watches, her 
eyes well up and her pacifier slowly falls out of her mouth. Her lip quivers 
and she beings to cry. 


This surprises DR. FETUS and he becomes distracted. NUGGET is inconsolable. 
DR. FETUS tries to give her his shoe, tries anything he can to quiet her 
down. 


The force of the explosion also knocked a bunch of the dead MEATBOYS away and 
MEATBOY and BANDAGEGIRL struggle to get out from under the remaining dead 
MEATBOYs as they hear NUGGET cry. 


They rush to her. 


SOLIDSQUIRREL regains his composure and in his weakened state he climbs up 
onto the chair that DR. FETUS was sitting on. He opens up the protective 
cover on top of the button on DR. FETUS'S chair and alarms go off in the lab. 


Everyone looks. SOLIDSQUIRREL looks at DR. FETUS and with his last breath as 
he's shaking he gives DR. FETUS the middle finger. He falls on the button. 


There is the sound of an explosion but nothing happens. 


A clock ticks forward and eventually stops. It then ticks backward, then 
forward again, back and forth faster and faster. The entire lab rumbles and 
shakes as multi-colored bismuth looking patterns form all over the clock, 
they quickly branch out and splinter like lightning all over the lab. Then 
outside the lab they cover the land, then the planet, then all through space. 
DR. FETUS, MEATBOY, BANDAGEGIRL, and NUGGET are all paused. The bismuth lines 
form on their faces. MEATBOY AND BANDAGEGIRL age rapidly to MEATNINJA and 
BANDAGERIPPER as they begin to resume movement slowly, still making their way 
toward NUGGET who is in a frozen crying state. DR. FETUS's suit disappears 
and he is left as a floating fetus that shrinks into nothing. Just as 
MEATNINJA and BANDAGERIPPER reach NUGGET there is a loud boom and an 
implosion in the lab. The MEATNINJA, BANDAGERIPPER, NUGGET, the lab, the 
planet and all of space get sucked into a singularity. There is nothing left 
but pitch black. 


Here are the storyboard panels for the “ Dr. Fetus Battle Outro”. I took 
Tommy’s script and translated it into these panels. 


‘These drawings were done to “pre-visualize” the shots of the cutscene. This 
gives the director a good idea on how the cutscene will play out. 


If something doesn't match the Director’s vision, we can easily adjust the 
scene to meet their criteria. Once the shots are approved, the animation 
can officially begin. 


Animation Sequence / Rough and Finals 
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‘This specific sequence was difficult for me. This was not because of complexity, but due 
to the situation with my pet rabbit JoJo. JoJo needed to be nursed back to health due to 
a severe injury to his leg when I began this shot. Because of this, I ended up doing the 
rough animation while sitting on the floor by his side so I could care for his needs. It 
took months for his recovery, but he’s all better and happy as can be. 


Afterwards, thanks to a team effort, we were able to 
complete the cleanup on this shot. 
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*END OF TIME BOSS INTRO* 


EXT. THE EDGE OF TIME - BISMUTH LAND BRIDGE 


At the edge of what could be considered "The End of Time", 
a bismuth land bridge reaches toward the boundless 
emptiness that is space forever locked in a single moment. 
Nothingness...so still the sound of a cracking glacier 
could be heard from an infinite distance away. Reality 
locked in an unflinching stare with eternity. 


At the end of the land bridge, DR. FETUS stands behind 
NUGGET who remains frozen in stasis. 


MEATNINJA and BANDAGERIPPER run toward NUGGET but as they 
start to run, she fades away. They run faster toward DR. 
FETUS. MEATNINJA and BANDAGERIPPER jump into the air and 
position themselves for a devastating blow upon DR. FETUS. 
Right before their attacks connect with him, he explodes, 
leaving only a handful of bright shining lights. Those 
lights shoot rapidly away from the MEATNINJA and 
BANDAGERIPPER into endless space. They stop and rest with 
the other stars for a moment, until all the stars and 
galaxies quickly converge and form GOD FETUS. 


The land bridge starts to crack and crumble. MEATNINJA and 
BANDAGERIPPER jump and land on nothing. The ground they 
stand on is not ground they are floating, but also standing 
on solid ground. 


GOD FETUS forms two fists made of bismuth and all the other 
matter around. 


GOD FETUS laughs and slams his fists on to the "ground" 
forming white bismuth cracks where his fists impact. 


The final battle begins... 


OMEGA ALPHA INTRO 


Time and reality are completely fed. His face is several thousand square light 
Meat Ninja and Bandage Ripper have just years and his gaze is fixed on a small point 
gone through the weirdness of The Other in space and time where he expects to crush 
Side. At the end of every stage, Dr. Fetus Meat Ninja and Bandage Ripper once and 
appears but he’s not fully himself. It seems for all. The musical build up of this scene is 
like he’s rebuilding himself from nothing. a personal favorite. The music menacingly 
‘This cutscene is the point where he finally hints at something happening only to really 
gets it right and reforms himself in his crescendo as the planets and other things 
image. Dr. Fetus reforms himself as a god! converge to form the face of Omega Alpha. 
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Animation Sequence 
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*END OF TIME BOSS OUTRO* 


EXT. EDGE OF TIME - BISMUTH LAND BRIDGE 


MEATNINJA and BANDAGERIPPER land back on the bismuth land 
bridge where they first saw NUGGET after a hard fought 
battle with GOD FETUS. 


MEATNINJA looks at the sky, the galaxies and stars all 
return to their original positions. BANDAGERIPPER notices 
NUGGET, right where they first saw her on the bridge before 
the battle with GOD FETUS. BANDAGERIPPER rushes to NUGGET. 
When she touches her, NUGGET instantly releases from her 
stasis. She jumps into BANDAGERIPPERS arms. MEATNINJA 
rushes over and MEATNINJA, BANDAGERIPPER, and NUGGET share 
a moment. 


Their moment is short lived though. GOD FETUS reforms and 
strikes at MEATNINJA and BANDAGERIPPER with a huge pillar 
of bismuth and space matter. 


NUGGET falls from BANDAGERIPPER'S arms as MEATNINJA and 
BANDAGERIPPER use all of their strength to hold the pillar 
off from crushing all of them. MEATNINJA and BANDAGERIPPER 
share a glance of hopeless desperation as they feel they 
cannot hold on much longer. NUGGET looks at MEATNINJA and 
BANDAGERIPPER with a look of concern on her face. 


MEATNINJA and BANDAGERIPPER both look at NUGGET and 
encourage her to run. 


NUGGET compiles and walks toward the edge of the land 
bridge out toward GOD FETUS. She looks concerned. She takes 
out her pacifier and extends it out to GOD FETUS. 


GOD FETUS is taken back...no one has ever offered him 
anything before...after a moment, GOD FETUS disappears and 
DR. FETUS forms in front of NUGGET. 


He walks over to her and slowly takes the pacifier. He 
looks at it then looks at NUGGET. NUGGET is smiling and 
laughing. DR. FETUS smiles. He reaches to pat NUGGET on the 
head but before he can... 


MEATNINJA and BANDAGERIPPER land a bone crushing blow upon 
DR. FETUS as NUGGET claps and jumps up and down. 


DR. FETUS flies backward with the impact and hits a "solid" 
wall behind him. He breaks through this "wall" causing time 
and reality to shatter around him. The force of MEATNINJA 
and BANDAGERIPPERS attack restarts time to the point where 
time first broke. Space crumbles around them and changes 
into THE LAB. 


INT. THRONE ROOM - DR. FETUS'S LAB 


MEATNINJA and BANDAGERIPPER deage back to MEATBOY and 
BANDAGEGIRL as DR. FETUS hits an actual wall in the lab 
breaking open his suit and his fetus self flies out. DR. 
FETUS's suit still holds the pacifier NUGGET gave him. 


DR. FETUS wiggles around a bit and looks exhausted and 
defeated. 


MEATBOY and BANDAGEGIRL pick up NUGGET who is still jumping 
and laughing. NUGGET happily squirms into BANDAGEGIRL and 
MEATBOY's arms as they share a moment. BANDAGEGIRL takes 
out another pacifier and gives it to NUGGET. 


MEATBOY, BANDAGEGIRL, and NUGGET start to walk away. 
MEATBOY shakes his head as if realizing the stupidity of 
not finishing off DR. FETUS. He starts to go back toward 
where DR. FETUS is lying. BANDAGEGIRL touches MEATBOY'S 
shoulder and motions forward. NUGGET jumps into MEAT BOY'S 
arms from BANDAGEGIRL's arms. MEAT BOY kisses NUGGET on the 
head and walks with BANDAGEGIRL out of the LAB. 


NUGGET positions herself so she is looking back at DR. 
FETUS. She smiles and waves at him. 


CLOSE IN ON NUGGET 


THE ENDING 


‘The ending of Super Meat 

Boy Forever is approximately 

6 minutes long but it took well 
over 6 months to make and it 
was worth every single minute 
we spent on it. It is the perfect 
ending for this game. Meat 

Boy and Bandage Girl rescue 
Nugget and walk off into the 
sunset, Solid Squirrel lets go of 
his revenge and his army return 
to Chipper Grove to rebuild and 
poor Dr. Fetus realizes he’s made 
a friend and has maybe become 
a better person for it....maybe 
(we'll see about that later). 


‘The first draft of this script 
(shown) only rewound time 

to the point where it broke in 
the Dr. Fetus outro cutscene, 
therefore Solid Squirrel and his 
compatriots were all still dead. 
We figured since we were already 
rewinding time anyway, we 
might as well give Solid Squirrel 
and his army some nice closure 
and in the process make it as 
Metal Gear as possible. Hence a 
disappearing bandanna, a salute, 


and a tearful goodbye. 


End of Time Boss Outro / Storyboards 


T’ve included the scribbles I tend to do 
prior to making up the board panels. These 
are sketched quickly to record my ideas 
and then afterwards I translate it to 


the board panels for approval. 
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Tommunism 

we need...one more very very very short cutscene 

and we need to find a way to fit it into backgrounds we already 
have or at least try to have as little new backgrounds as possible 
unless you think Ismael could do it really quick 

So | just did the brownie race boss, which | think is going to be 
the Glitch Boss 

because he's really fucking fun 

| think | want the scene to start out with Brownie looking up like 
he does in the End of Time level intro (chronotrigger) and he sees 
Meat Ninja. Meat Ninja gives him a smile and then like stretches 
knowing that they are going to do a rematch of the race they had 
back in the first game. Brownie smiles back at him and cracks his 
knuckles 

Then they race in game 

Then for the end, | want it to start like the old cutscene. 
https://youtu.be/ NeNELwmGJCk?t=79 


YouTube 
TimSim 


Super Meat Boy 3rd boss: Brownie 


Meat Ninja flops on the ground tired and out of breath, he rests 
for a second and then we see from Meat Ninjas perspective and 
Brownie leans over him and smiles. 

WE could go further if you have the time where He smiles and 
then helps Meat Boy up, Meat boy smiles and kinda wipes his 
hand off because he just touched poop while Brownie gives the 
camera a big goofy smile 

Let me know what you think! I'd like this to be done as quick as 
possible. It's such a good little race that it feels weird not giving it 
a cutscene 


BROWNIE RACE 
INTRO + OUTRO 


As we were nearing the end 
of development we wanted to 
include one more throwback 
to the bosses of Super Meat 
Boy Forever. We covered all of 
them in the warp zones except 
one, Brownie. Brownie crossed 
into Super Meat Boy Forever 
so putting him in a warpzone 
didn’t really fit. Instead we 
decided to have him challenge 
Meat Ninja to a friendly 
rematch in The Other Side. 
We designed the level to have 
a similar layout to his original 
Salt Factory level in Super 


Meat Boy. The difference this 
time though was the player 
would control Brownie instead 
of Meat Boy. The chat to the 
left kind of explains the rest! 


Unused Early Version 


Backgrounds 


*TETANUS CHAPTER INTRO* 


EXT. TETANUS CITY PRE RUSTED AND DESTROYED. DR. FETUS'S LAB 
IS IN THE BACKGROUND. 


DR. FETUS'S LAB pulsates glowing white. An explosion 
happens and TETANUS CITY is destroyed. DR. FETUS'S face 
appears over the rusted city as he laughs. His lab remains 
in the center without damage. 


CUT TO: 
BLACK 


The words "SUPER MEAT BOY FOREVER" scroll across the screen 


CUT TO: 


MEATBOY CLOSE IN 

Words appear below Meat Boy: "It's Time For Revenge". 
BANDAGEGIRL appears behind MEAT BOY and words appear 
her: "Lets Attack Aggresively" 


CUT 


CONTRA ITT: ALIEN WARS INTRO 


This was the first intro we knew for a fact that we 
were going to parody. It’s so incredibly stupid because 
of the dialog at the end and we love it so much. It also 
fit the story really well since we had to show that Dr. 
Fetus was the reason Tetanusville was a rusted out 
destroyed city. We changed the scrolling text to “The 
Fetus Wars” instead of “Super Meat Boy Forever” 
because it sounded equally as absurd as the rest of the 
dialog. Let’s attack aggressively! 
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It's time for revenge. It's time for revenge. 


Let's attack aggressively. Let's attack aggressively. 


CHRONO TRIGGER INTRO 


The Other Side was called “The 

End of Time” for a while and so the 
Chrono Trigger scene where they 
visit the End of Time fit perfectly. 
We wanted to bring Brownie back for 
Super Meat Boy Forever and this was 
the best way to do it, we put the guy 
made of poop as the mysterious figure 


*END OF TIME CHAPTER INTRO* 
EXT. MEAT BOY END OF TIME 


A cobblestone platform, 


waiting at the end of everything. The 
doors all allude to other things both 
inside and outside the Super Meat 
Boy Forever universe. There’s a Dr. 
Fetus holding a gun, a cracked fist, a 
morning glory and a Travel Pillow. 
We'll let the fans try to figure out 


what those mean! 


fenced in by neat and orderly 


barbed wire and saws sits in the middle of an endless and 


still black ocean. 
light, a tall street lamp. 
west there are doors. 
holding a gun on it, 


In the center stands the sole source of 
To the north, 
The door to the north has DR. FETUS 
the door to the south has TRAVEL 
PILLOW on it, the door to the west has a cracked fist, 


south, east, and 


and 


the door to the east has a Morning Glory on it. 


MEATNINJA and BANDAGERIPPER fall on to the platform. They 
quickly pick themselves up and look around confused. 

BROWNIE stands in a bowler and a trench coat next to the 
street light. MEATNINJA and BANDAGERIPPER turn and notice 


him. 


BROWNIE sneeze farts 


Most of the “Parody” cutscenes were given to a 
single animator. This was done sometimes without a 


storyboard since they were based off existing media 


shot for shot. 


In this example I worked on the storyboard and 
Sandra D’ Rivas did the animation for this scene. 
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BACKGROUND LAYOUTS 


Background layouts showcase the line art for 
what the final background should look like. It 
shows the camera angles and the positioning/ 
scale of the characters. 


The background artist takes the layouts and 
molds them into the final product by adding 
detail, corrections and color. 


Ismael Bergara painted most of the backgrounds. 
More often than not, there wasn't much of a layout 


to go on. Just a single line or description with 


a character drawing and its positioning would 
be provided and Ismael would turn it into as 
masterpiece! 


ada 


The initial color drafts 

made for the chapter's 

levels, helped guide the color 
choices throughout the game. 
However we werent locked to 


them as the story unraveled. 
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PLAY 
STATISTICS 
THEATER 


SETTINGS 
CREDITS 
EXIT 


SELECT 


CHAPTER COMPLETE 


TIME 


O02:Oru7 


02:35:06 


O02°36S4 


OL4ts4 
03:08:39 
00:36:49 


USER INTERFACE 


‘al a = The UI (User Interface), was built and based 
Se s on the original Super Meat Boy game. We 
nee stuck with the saws and pipes as ornaments, 


STATISTICS 


pitabea balancing lots of blacks in the foreground and 


HELP E€ OPTIONS 


ae reds for the backgrounds. 
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The image to the left is a screenshot from 
Super Meat Boy. 
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DR. FETUS END 
LEVEL ANIMATIONS 


In Super Meat Boy, whenever you 
would get to Bandage Girl Dr. Fetus 
would appear and do some kind of 
video game tribute to grab her and 
disappear. There were maybe 8 of these. 
In Super Meat Boy Forever, we did 4 
per chapter (24 total). Chipper Grove 
through The Lab are all video game ref- 
erences. The Other Side is all Dr. Fetus 
reforming himself (a la Dr. Manhattan) 
and 0xDEADBEFF are all weird com- 
puter glitches (including a blue screen 
of death!) 
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THANKS 


What an undertaking! We could have easily filled 
another 300 pages with stuff from this game 

but to be honest we got really tired of putting 

it together. Just kidding, it was fun to put this 
together and have a chance to dive deep into the 
production of Super Meat Boy Forever. Thank 

you to the team for making this happen. Thank 
you to Lala and Paul for laying this book out and 
thank you to Limited Run Games for allowing 

us to create the absolute monster ofa book! @ 
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